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ONLINE WITH START 



Kesmai Air Warrior 



By Andrew Reese with Gregg Pearlman 
START Editor and Antic Assistant Editor 



Flight simulators are nothing new on microcomputers. 
Probably the third game invented (after Colossal Cave 
and Pong) was a flight simulator. As computers became 
more powerful, the simulations improved to the point 
where now there are several excellent simulators on the 
ST. 



But with the exception of Flight Simulator II, all ST flight simulators share one shortcoming: vou flv 
alone. Your buddies can't fly with— or against you. Even Flight Simulator II only allows friendly flying; 
the World War 1 game is unavailable during two-player mode And Flight Simulator II has one other 
limitation: only two players can share the skies at once and then only connected locally through the 
MIDI ports. 



Kesmai Air Warrior is the first and only online multi-player graphic air combat simulator in existence. 
Like other Kesmai multi-player games, it is available only on GEnie. Air Warrior (AW) uses a unique 
system of local graphics and digitized sound with the modem and mainframe used to keep track of what 
you and everyone else is doing. Graphics info is not sent down the line; thus the screen update rate is 
"refreshingly" fast. 

Getting started in AW requires an investment in connect time. The software for the ST is available to 
download, but the two files required take more than half an hour to download at 1200 baud. Then you go 
offline to unARC them and finally go back online through the terminal package in the AW sofware. If 
you think you're reedy to tackle the hotshots found lurking around AW country, you're wrong. Therms 
an offline training mode that lets you get the feel of various aircraft and get comfortable with the mouse- 
-and keyboard-based controls; use it. And don't go online until you can take off, fly and land in the 
expert mode. If you try to go online in the beginner mode, you'll die early and often. I know— I did. 

ALL TOGETHER NOW Kesmai's Air Warrior 



ONLINE AND OFF 



The scenario in AW is based on the concept 

that three impoverished enemy countries are 

forced to purchase World War II planes for 
their air forces. When you enter AW, you 



allows you to fly vintage . 
World Warn fighters 
and bombers against - 
multiple opponents. 
Here, a Corsair readies 
for takeoff. 



http://www.atarimaga2ines.com/startv3n2/kesmaiwarrior.html 
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choose a country to fly for, a theater of 
operations to fight in, an airfield to fly from 
and an airplane to fly (plus about a dozen other 
variables and toggles). The planes are some of 
the finest fighters and bombers from WWII. 
You can choose a Mustang, Zero, Corsair, Spit 
IX, FW190 and on and on. If you want to pilot 
or crew a bomber, you can do that, too, 
although naturally almost everyone wants to be 
a hot fighter jock. 

One of the nicest aspects of AW is that each aircraft has a performance envelope patterned after its 
prototype. Spitfires and Zeros, for example, are super-maneuverable and the big bombers, well, just 
lumber along. You can also customize your cockpit display and add your own digitized sounds. 
Unfortunately, the sound slows up the 68000 to the extent that serious dogfighting is better done in 
silence. At least there's a sound toggle. And the graphics? Well, they're not too hot. But when you think 
of what is going on with up to 41 planes in a theater at one time, the graphics are not that bad. Besides, I 
never had time to gawk at them anyway. 

INTO THE SKIES 

My first sortie in AW was a disaster. I must admit that I hadn't read the manual completely, just 
skimmed it like everyone else does. So I went up the first time in a Corsair in beginner mode, fighting 
for the flag of good old Country C. Unfortunately, beginner mode does not allow inverted flight, loops, 
rolls, Immelmans, Split-Ss, spins or any of the other common tactics necessary to survive in a dogfight 
So I was easy prey for any of those dastardly Country A and B blokes who happened by. 

Then I discovered Expert mode and things changed for the better. I became, if not the scourge of Theater 
1, at least not a patsy for every Ace looking to better his rank. The controls are more comfortable now 
and I can do a wingover, snap roll, axial roll and lots of other fun aerobatics. And as soon as the 
deadline for this column is past, I'm going to go back up in the skies and make the world of Kesmai safe 
for GEnie-bill-fearing Americans. I dread the bill, but what price freedom? 

SERVICES MENTIONED 

GEnie (General Electric Network for Information Exchange), General Electric Information Services 
Co., 401 N. Washington Street, Rockville, MD 20850, voice phone (800) 638-9636. 
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$50,000 Reward Offered For Proof Worlds.Com Patent Lawsuit Is Bogus 

Eric Krangel | January 14, 2009 6:00 AM 

Virtual worids - or more broadly, 3D oniine spaces - 
have been around for a long time. Bui lost month, 
•vcrtdcs-.oom hired lawyers to enforce a pat«ni for the idaa. 
claiming thoy toventrxl the concept back in 1995. The first 
target for lawsuits: NCSoff, the Korean company behind 
game* like Worfd of Wafcraft- wannabe "Guild Warn." 

But if some companies think them's free money tn suing 
others for infringement, there are other companies -jvho 
think there's money tn trying to stop them. Enter setf- 
described 'patent research company" Article On$ 
Partners , which is offering a cool S 50 ,000 to anyone 
who can offer proof in the way of "prior art* substantiating 
the virtual v/orlete idea existed prior to 1895. 

AOP's Cheryl Mitone> a patent lawyer, explained to SAI 
how her two month -dd company works; Article One 
cnxvdsources the research behind patent investigations 
to the entire Internet, and makes the reward big enough to 

motivate people. The company then turns around and se&s die research to interested parties, fike NCSoft. 

ff NCSoft files AOP's findings with th-o court as part of the public record, so be it. But if a company can use AOP's 
research to settle the case out of court, there's nothing stopping Article One from se3ing the tnformatton again. 

Other outstanding cases with S 50,000 bounties include research into Pfaer's (PFE) patent on Uprtor. and a patent 
case involving a claim by Konarro against Guitar Hero creator Harmonix. 

It's an interesting idea, and a more proactrvo approach than rival onu-trdl concepts like IBf&bacfced (ISM) Unux 
Defenders. But Mgona does over one caveat. The reward rs r>rst-^ome, ftrsVserve, so the first person to fUe convincing 
proof on the virtual worlds suit (or any other) gets the money. 

See Also: 

Patent 7ro£i Ctaints To Have invented Virtual Worlds 

How To Win A Patent Case: Sue Foreigners In Xenophobic. Trofi -f-nendry East Texas 
Open -Source Companies Band Together To Fend Of* Patent Troll* 
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Jan. 14.9:58 AM 



Ben said: 

Woutorrt MUDs count as prior art in this case? 

Eric Krangel (URL) said; 
Good question, one I'm not qualified to answer. 

I al<s\ wrsnHmr i* Moot fttorvh«T>«f\fV« SZnfKM f>D «M wnttlH mtfftt 

M»gh1 be worth applying.. 

Randy said: Jan, 14, 1 0:09 AM 

Compuserve hosted a "worlds away' online service in (he earty 90*s that featured avatars and a virtual world. That was 
before 1995. but I dorrt know when the patent was started. 



Vax 11/780 (URL) said: 



Jan, t4 t 11:29 AM 



Back in 1983 there was a game celled Universe on the DEC Vax 1 1/780 loaded on the sys:vo!ume, play via text, you 
went to different places m the universe and fought enemies. The natural extension of thts fun game is to allow ofr>er 
users on the same network to ptay along. 



Extensions of this game are today Vft. 

Much like "Star Trek" grid of 10/10 on HP3000 back in 1977. (HP3000 might not be (he correct rnatnframe) 
DEC'S Universe was better than HP's Star Trek, much more interactive. 

1 wonder stnee I mention mat HP made a star trek game back in 1977 and caSed it that and put tt on there computer 
systems wiB they get sued for TM infringement. HA 

Someone only need to follow the progression from these two base games. 

Also, the Yahoo patent in 1998 for user interaction is arso bogus, as everything with half a bran KNOWS that 
exctte.com was the first one to make "My Excite" 

Yahoo's "Dynamic Page Generator' patent was 6 months AFTER excite released tie exact same thing. 



4. 12 Media Properties That Are Toast 

5. Yahoo's Top Search Advertiser Makes Us Money 
Setting Google Ads (YHOO) 

6. Yahoo's Share Of AS Search Advertisers Drops 
36% in Q4 (YHOO) 

7. AOU Yahoo Execs Spent Two Days Talking 
Integration (YHOO) 

8. Sue Decker's Farewefl Memo (YHOO) 

9. Bartz: TeO Me Why I Shouldn't Rre The Whoie Lot 

ur you' 

0. Yahoo's Bartz: Safe Choice. Not Necesseray The 
Right One (YHOO) 
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Craig said: Jan. 14, 12:2S PM 

Have to took at what games I moved to after Zofk and the earty text gaming excitement "Go North. Open tAzHbax". 
01 course, if I find the answer, t think J'fl give it to Article One Partners before posting here. 
But the real question now. did they ever find the lost mute? 

SDsaid: Jan. 14. 12:40 PM 

f remember Qu&ntumLink (the predecessor to AOL) having graphical virtual online communities back in the 1980*5 for 
the Commodore 84: • 

rmp;//en,wikjp*d?a,e?g^^ j&me) 

Basically the predecessor to today's MMORPGs and Second Life-type commun&es, 
The online *Virtuai world" concept has been around for a long, long, time. 

Eric Krangel (URL) said: Jan. 14. 12:52 PM 

My own take is yes, of course Die virtual wortd concept rs a very old one. 
WHl be interesting to see what comes out of the reward program though. 

Join the discussion 

Nome (Rec^injd) 



Gmsto (n^vfred but never displayed) 



Comments (You may'uco HTML tags tor style) 
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Virtual Worlds News 

December 29, 2008 

Worlds.com Files Suit Against NCsoft for Patent Infringement 

On Christmas Eve, W„orlds^Qm filed a complaint against KLCAO.fi: for infringing on its virtual world and MMO 
patent. Worlds.com, which was one of the early virtual world developers from the '90s, made waves earlier this 
month when jLanjiounced that it had selected an intellectual property firm to defend its two patents related to 
scaling virtual spaces and enabling users to interact and chat in 3D environments. 

Specifically, the suit claims that NCsoft has infringed on patent 7,181,690, " System and Method for Enabling 
I Tsars to Interact in a Virtual Space" through its games, including City of Heroes. City of Villains, Dungeon 
Runners, Exteel, Guild Wars, Lineage, Lineage II, and Tablula Rasa. 

The complaint seeks to recover damaees for the infringement and asks that NCsoft be prevented from infringing 
on patent 690, which covers scaling. Based on NCsoft's headquarters in Austin as a source of the infringement, 
the complaint was filed in the Eastern District of Texas, Tyler Division. 

Worlds.com Inc. v. NCsoft Corp is Civil Action No. 6:o8-cv-so8. You can download the PDF of the complaint here . 

For more information, check out our Worlds.com v. NCsoft update . 

Posted at oq:^ AM in Leeal I Permalink 

Teclino^ligs: MMQs, NCsoJt, VjrlaaLWorld^ Worldsxom 

fiigg JXhis I SayeM^d^ 

TrackBack 

TrackBack URL for this entry: 
http://www.rypermd.com/smic^ 

Listed below are links to weblogs that reference WQrlds.com Files Suit Ag ai nst NCsoft fo r Patent Infringement: 
Comments 

Talk about ridiculous. What\s next suing everyone from M 59 to modern mmo's? The suit claims multiple mmo's who use 
differing server architectures and client architectures are all patent infringements? Not to mention the patent was made to be 
broad. Probably specifically for this purpose. I hope there's a counter-suit for legal fees, time and effort, and attempted public 
Uiscredimenl ol the company. 

Posted by: Chris Hurley j De cember 20 . 2008 at 01 :4 8 PM 

The suit states the patent was issued on Feb. 20, 2007. The patent is not valid as prior art existed prior to this issuance and the 
patent office failed to do due dilligence (as it often does) in ensuring this. The games, not just of NCSoft, but every MMO 
publisher (Blizzard, Sony, Mythic) all predate the patent issuance, in many cases by a decade (for EQ and Ultima Online). The 
suit will be thrown out and the patent rendered null and void. I would urge NCSoft to countersue for defamation and legal fees. 
Posted by: Thorn Mathes | December 2Q ? 2008 at 02:33 PM 

Well, it was filed in the year 2000, so it might be that prior art is hard to come by, unless some judge is made aware that this 
methods were implemented in the first M.U.D.S, that's plain text Multi User Dungeons, played by Telnet in the old computing 

ages. 

Posted by: Gedece | D ecember 20 , 2008 at 03 :16 PM 

The infringement accusation does seem extreme. As previously stated, the patent age is too young to encompass the entirety of 
NCSoft's games. If the lawsuit covers any of the games, it might have precedence on Tablula Rasa. If NCSoft can prove that the 
system was implemented before the patent was made then the lawsuit could be thrown out. I think what World Inc. is trying to 



http://www.virtualworldsnews.com/2M 
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prove is that NCSoft knowing and willingly infringed the patent during the pending patent process. Either way, it should be 
interesting to see the outcome. 

Posted by: John Surette | December 2Q T 2008 at 03:30 PM 

The lawsuit is pretty much standard patent infringement litigation language. No real surprises in it. And at least they aren't 
claiming wilfull infringement, which means treble damages and attorneys fees. 

The original narent oatent application, which determines what is prior art was filed in 1996. That does pre-date the modern 
MMOKPG. 

This is how patents work. The first one in the queue gets broad coverage, and everything afterwards is considered an 
improvement on it. 

What one cannot tell from just reading the patent is what the applicant said to the Patent Office to get it approved... that is 
available to the public, and it limits the breadth of the patent's coverage. 

The patent is presumed valid unless NCSoft can prove otherwise, and that is hard. This should be a very expensive battle, and 
could cost millions of dollars to defend. The typical response is to pay a royalty to make them go away. 

Posted by: Vicky | December 20. 2008 at 04:57 PM 

this is compleatly rediculas thev wont win andithev will be loseins bis the patants should just be voided for trying this stunt 
they are just doing this for the press ; 

Posted by: kenter | Dec ember 20, 2008 at 07: ii PM 

t guess when their stock is down to .19 cents a share, they need to take desperate measures to make money. 

Posted by: Jonathan | December 29. 2008 at 68:43 PM 
Posted by: Sue Baskerville | December 20. 2008 at 09:27 PM 

If they'd make that new version of Worlds that's been advertised on their web site for years maybe they'd have a source of 
income other than litigation. j 

Posted by: Sue Baskeryilie ] Decern^ 

What i would love to know is what moron approved Lhis patent? its like putting a patent on the wheel.... wha t the heck? are they 
serious? all the major mmo companies lawyers are gonna have a field day with this one, ittle be the biggest ass kicking fiesta of 
all time. s 

Posted by: sd winder | Pecembcr 2Q f 2008 at 10:15 PM 
Posted by Vicky: [ 

"The original parent patent application, whichjdetermines what is prior art, was filed in 1996. That does pre-date the modem 
MMORPG." j 

Actually, then* is probably plenty of art on this prior to Nov. 12. 1006. the filing of the original patent claim. Some MMOs that 
are probably prior art, off the top of my head: j 

Air Warrior on GEnie, launched in 1986-87 on the Mac and subsequently launched on various platforms, including PC, Amiga 
and Atari ST, before 1993; 

Habitat on QuantumLink (an early incarnation of AOL), first available in beta test in 1986, later became Chib Caribe on 
Quantum link in 1988. This is the game that probably sinks the patent all by itself, as the drawings in the patent match the 
interface of Habitat fairly closely and the architecture and claims pretty closely match how Habitat worked (anecdotal from 

memory; I was with AOL in 1988-89); \ 

\ 

Thpnrioinfll An&D Nwprwintpr Niphts nn AOT.. launched lOO**: 

''I 

MultiPlayer BattleTech on GEnie, in open Beta test on GEnie in 1992, launched in 93, uopdated and put on AOL in May, 1996; 
AD&D Dark Sun, launched on TEN in mid-1996; 

Ultimo Online: public Alpha ond Beta test begin in May, 1996, with the distribution of the client to hundreds, then thousands 

of players. Not sure if this counts, since the game didn't launch until Sept 1997. 

Meridian 59, launched by 3 DO to the Internet jin August, 1996. 

i 
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Posted by: Jessica Mulligan | D ecember 2Q. 2008 a t 1 1:43 PM 

For once you have paid him the Dane-geld, you never get rid of the Dane. - Rudyard Kipling 
Posted by: Wanderer | December *\o> 2008 at 02;^ AM 
Patenting software... Rediculous concept in the first place. 

But as long as there's money at stake an<? the system is open to abuse, things like this will keep happening. 
Posted by: Casey | December 30. 2008 at 08:21 AM 

Sounds to me like a sinking company just looing for some cash to stay afloat. 

[ aftree this patent is stupid, it should be tossed out of court and NCsoR should counter and put the final nail in this washed up 
companies coffin based on principals. | 

Posted by: Tommyd | December 30. 200& at 00:20 AM 

Their claim is not a pa tent on MMORPGs but on a method for scaling them to handle the massive number of people using 
them. Ut's face it, some of the early MUDs on Telnet and Compuserve were not handling nearly the land of traffic or 
complexity of interaction successful modern day virtual worlds do. 

If they came up with a novel way to handle that scaling, it might be worthy of a patent. Don't dismiss every patent just because 
it sounds silly after the news media has dumbed it down into a sound bite. 

That said, 1 h*vWt read the patent or cojnnlatnt. Tt could be completely stupid, but Vm not going to judge lust based on a 
story. 

Posted by: &e^J^Jii)^b | Itee^cop], 2Qpg 31,09:47^ 
Some related cross-links: 

My own - htrpi/ ZtinvurLcom/wordballoonp atent 
and j 

Posted by: EJfomdall Farmer | December 30. 2008 at 10:31 AM 



Anyone remember about the PanIP Lawsuits back in 2002-2004? PanlP claimed to have owned patents for e-commerce 
systems, which basically any website that had a shopping cart required licensing. PanIP went after many small business 
websites to help build up its case and money to then go after bigger companies. Thankfully, 11 defendants pulled together and 
defeated PanlP. 

This lawsuit by WorIds.Com is just like the PaniP case. 

If you are interested, please review the following links, or search the web with the words: PanIP, patent, voumaybenext (the 

defense website no longer in use) 

hitj*://v^ 

http://wps.aw.com/aw laudon ecopi merce \/x/XTi/QS6?6.cw fmdexMm] 

Posted by: Hamilton | December 30. 2008 at 10:3 8 AM 

Research revels that this company, Worloi.com, has been around for a long time (<o 5 ) and were one of the founders of multi- 
user graphic online domains. I couldnt find much in the way of financials but I would imagine based on my experience working 
in start up companies that maybe 10s of millions have been invested to develop this particular flavor of a virtual online 
player/browser. j 

If one accepts these facts, it seems a bit mire valid that several (or many) of the multi-million dollar corporations profiting 
from client-server architecture patented njore than a decade previously should be accountable. After all,Its not the case that 
many of these companies (ie Blizzard, Sony, Mythic) are giving their software away either. 

The intricacies of the patent will be argued by very brilliant legal minds at a later date (if it goes to trial). From what Ive heard 
from layers over the years regarding patent law it is one of the most complex and challenging divisions of law. IMHO, this 
particular case doesnl seem to be the proverbial "Patent TrolT as the company has been around for ever. 
Posted by: yetted | December 3 0. 2008 a% \}*,\z PM 
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That is all well and good, however, the technology of such MMO platforms (even in 3d format) have existed before the patent 
was submitted in 1996. Meridian 59 is one example of this, Alpha in 1995 and released in 1996; along with the other list of 
examples as pointed out by sdwinder from above. 

Additionally thoro are nrior written articles, presentations and works about such environments and it will be interestine if 
there is any additional copyright or patent infringements, not by the other companies, but by Worlds.Com 
Hard to have a process patent when the work has already done before submitting. 
Posted by: Hamilton | December q o. 2008 at 0 4:27 PM 

With ail due respect, citing prior art is n6t sufficient to dispute the nuances of a software patent of this type. In fact, my 
observations were mainly directed towards the apparent emotional uproar this thread contains as opposed to any debate over 
the legalese which would quickly reveal iny ignorance in such matters. 

I am certainly not an evangelist for corporate power brokers but my interpretation (after digging around a bit) yielded a rather 
polar conclusion to some of the more barney' posts in that: 

1. Worlds seems to be a pioneer in the industry. 

2. They have been in this for the long haul. 

3. They are a small company seeking their due from the titans in the industry. 
Thats all... 

Posted by: vetted | December 30. 2008 at 07:44 PM 

@vetted: On the other hand, it's not uncommon these days for patent trolls to buy up small companies that have potential early 
patent claims, but haven't managed to do well with them so they can use the patent claims to extort money from the companies 

thai actua))y invited prion* h to make, thei ideas work. 

t 

For mmorpgs one of the most important jfactors has always beea a commitment from the creators to constantly improve the 
game. Games that don't get that kind of support tend to fail And in one form or another, almost all the 'new* computing ideas 
are old ideas from the 60 s and 70*5. Really. 

Posted by: Thassa | December 31. 2008 at 04:20 AM 

This is what we get witht that stupid "software patent"... someday someone is gonna ask for ownership of the right click or 
whatever. 

This is simply non sense, their patent is very broad and general, pretty much as saying "I describe a way to move from point A 
to B n . I 

Top of that, several MMO's prior their pjtent... 



Posted by: Startide | Xk^mhe.c_3VaooS. 



M 04:44 AM 



Interestingly, Active Worlds is not named in all these discussions. Being online with their first massive multi-user 3D 
environment since 1995, they predate mcjst of what is being said at the moment. 1 also agree with Thassa, "Dungeon" and 
StarTrek on the 1970s University VAX/VMS systems were already there, and from Holland, we played against Boston 
University for instance. ! 

Posted by: Pierre | December 31, 2008 at! 04:58 AM 
http://knpUQQ^e.com 

a lot of ill informed people posting but here is an url to help the next posties ( is that even a word?) anyway here it is, history of 

worlds and associated development including the following info 

1995 I 

Ron Britvich joined KAW. He worked on |the AlphaWorld (renamed Active Worlds) project inside KAW, along with the 
"official" product Worlds Chat. KAW wasj renamed as Worlds Inc. Lynne Ann and Danny Viescas joined Worlds Inc. as avatar 
and object makers, David Leahy was the Integrator and Producer for Worlds 1994 -1997. He developed Cyber Oz City 

bttp://knol.:ROOfite^ 

] 

Posted by: khz | December 3 1, 2008 at 05:20 AM 

That's interesting, as it seems that Worids.conVs own activities in 1994-94 may invalidate its patent. 
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Anyone have more details about what they released in 1994-95? 
Posted by: Rick Lee | December 3 1. 2008 at 0 7 :0 2 AM 

Verify your Comment 
Previewing your Comment 

Posted bv; I 

This is only a preview. Your comment has not yet been posted. 



Your comment could not be posted. Error type: 

Your comment has been posted. Post another comment 

The letters and numbers you entered did not match the image. Please try again. 

As a final step before posting your comment, enter the letters and numbers you see in the image below. This 
prevents automated programs from posting comments. 
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Virtual Worlds News 

December 29, 2008 

Worlds.com Files Suit Against NCsoft for Patent Infringement 

On Christmas Eve.JVQrlds^cem filed a complaint against NGsfift for infringing on its virtual world and MMO 
patent. Worlds .com, which was one of the early virtual world developers from the '90s, made waves earlier this 
month wlxenjt.aqiioujio&ci that it had selected an intellectual property firm to defend its two patents related to 
scaling virtual spaces and enabling users to interact and chat in 3D environments. 

Specifically, the suit claims that NCsoft has infringed on patent 7,181,690, " System and Method for Enablin g 
Usereto JjOLteracLiiii a VirtuaLSpace through its games, including City of Heroes, City of Villains, Dungeon 
Runners, Exteel, Guild Wars, Lineage, Lineage II, and Tablula Rasa. 

The complaint seeks to recover damages for the infringement and asks that NCsoft be prevented from infringing 
on patent 690, which covers scaling. Based on NCsoft's headquarters in Austin as a source of the infringement, 
the complaint was filed in the Eastern District of Texas, Tyler Division. 

Worlds.com Inc. v. NCsoft Corp is Civil Action No, 6:o8-cv-508. You can download the PDF of the complaint here . 

For more information, check out our Worlds.com v. NCsoft update . 

Posted at 09:35 AM in Legal | Permalink 

led^^diT^gs: MMQs, NCsoft, Virtual Worlds. Worlds.com 

pjgg.X)ii§ l S^jto^MMojus 

TrackBack 

TrackBack URL for this entry: 
http://vvw.tvpepad.com/services/trac^^ 

Listed below are links to weblogs that reference W o rlds.com F iles Suit Against NCsoft for Patent Infringe pipnh 
Comments 

The very first "System and Method for Enabling Users to Interact in a Virtual Space" was MUD. Not rt a MUD", "the MUD", 
it was running on the Essex university servers, and was written by Richard Bartle (who is a well known and respected 
professor). And it was closed down on those servers in 1984! It was actually made in 1979. It still exists somewhere, and its 
successor MUD2 is (still) running strong which was released in 1985. 1 used to play MUD2 a hell of a lot (back in the days of 
14k modems and 5 billion pound phone bills. 

Posted by: David Edwards | January 02, 2009 at 03:37 AM 

I installed Worlds.com Chat on systems we used to demo at the NYVRMLSIG I ran in 1995. 
as stated, most posting here have no idea of the history of vr worlds and 3d. 

BTW- the patent of most interest seem to be related to 3d, not 2d represented- spacial chat and scaling methods. I doubt such 
methods were used by most "prior" art mentioned here.. 

That said, I do believe "method patents" for software like these should be eliminated. One clicks and all. 

CubeT did many prototypes for many corporate clients from 1093-6 that used 2d-nD. chat, avatars and layouts of interface that 
resemeble the ones shown by the Worlds Patent App. One project was a net based Interface for Kesmai games, via the 
Delphi/Fox internet service. Air Warrior may be the oldest 3d game released that I can think of that may have merit as prior 
art. but i have no evidence of how/ or if thev scaled the 9d data represented to a manv user srv»«?. 
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And btw- we used "balloon" talk over a 2d/ 3d hybrid interface on that FOX /Delphi project in 1994:) 

NWN, habitat, etc were all 2D media.I do not beleivc they directly -other than concept- affect the methods as layed out in the 
patent claims i saw. 

anyhow- back to the blog show. 
C3 

Posted by: k | January 02. 2000 at 11:55 AM 

This is rather lame and pretty much hits on everything online as of now. If anyone has actually read the patent you will see this 
in full brightness! Luckily for games in the mmo industry, the only database related information being submitted and released 
from the game itself normally is nonstalic based information. In the patent it claims the environment would come from a 
serverside database including backgrounds etc. If this were the case then no mmo, including Tabula would be in violation since 
the graphical engine represents the 3d environment and not a database housing the information. The games are far more 
advanced then what is mentioned in this mid oo's attempt for a virtual world. If I were NCSoft i would oosition this ™ s * 
towards the gaming industry and not the virtual 3d chat industry. Tabula Rasa is a game, it has things you must accomplish in 
order to grow. Through interactions you do so in order to complete what you must do in order to survive the game. In 
worlds.com patent its geared toward a simple 3d chat system, something in which is in its own category completely. I have 
never once thought any chat system to be a game. When I log on AIM I dont think "yay, its time to try and level up my paladin 
and just maybe i can chat with my best buds too!". 

Posted by: Sky.ey.Mac | January 0 % 2000 at 00:25 AM 

The prior art tha t predates all of these is the Plato system designed at the University of Illinois in the 70's. It had forerunners of 
all these games. (It is where the word Avatar in the context of an online game came from). They had Dungeons and Dragons, 
Hying games and Avatar). There is a group of people who have set up a Plato system and it is accessabte for everyone to see.' 
Posted by: Phil Gi | Jjmi>srj^jQ&SSfi9.M:iaiSSJPM 

My father wrote a book about Ultima and Everquest a few years ago, and I have the scans here of the original design 
documents, dated 1998, which show images and descriptions like the Patent described. If NCSoft wish me to forward it to 
them, I'd be happy to do so!! 

Posted by: Phillip | January o6 f 200 0 at 03 :11 AM 

fnll nalont for the tvtreH iwinol 

• » ■ t 

MK^ttflaiaap^^ 

adyAtm&r^^ 

Posted by: D | January 06. 2000 ar 07^0. AM 

The relcaseof UO to external alpha users under an NDC pretty much invalidates this entire patent application. Good Game. 
Posted by: Zach | Janu ary 06. 2000 at 12:06 PM 

Good basic rule of thumb for software patents is that they are, indeed, crap. The people they have working for the patent office 
arc too dumb to hold down any kind of job working with technology of any sort, including say the lever or the wheel. As a result 
anything that comes across their desk asking for a patent gets approved. 

Often this gets further screwed up by the legal system where it is assumed that if you can be an expert on the law then you must 
he an expert on everything and need no further assistance in making a technological decision. 

The only answer to this sort of thing is for all the MMO companies to get together and defend the suit vigorously and attempt 
to prove a willful filing of an improper patent. A shame that the individual who allowed that patent is exempt from being sued 
under the "gross or willful negligence" concept to put a stop to the rubber stamping process. 
Posted by: Mike Hilsher | January oft. 2000 at 12:3? PM 

Verify your Comment 
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Virtual Worlds News 

December 29, 2008 
Worlds.com v. NCsoft Update 

Earlier today we reported that ^dds^nJifl^^ for infrin gi„g on its patent for 

enabling users to interact in virtual spaces. When the company ^npunceiprev-iously that they had selected 
•ntellectual property law firm Lerner David Littenberg Krumholz & Mentlik LLP, to represent Worlds corn's 
interests, they explained that they would soon begin contacting representatives throughout the industry. ' 
When asked if this was just the beginning, LDLKM's Stephen F. Roth, who is serving as lead attorney, demurred- 
"I wouldn't call it 'starting with NCsoft,'" he said. "It is a very robust patent." 

Indeed, others in the industry appear to be concerned. While Roth confirmed that no other complaints had been 
filed or companies contacted, some observers are taking proactive steps. 

"It's likely that other companies will be receiving contacts. A number of people have inquired about it, whether or 
not they've been contacted," explained James Gatto, IP Section Leader, Pillsburv Winthmp shaw Pittm.n ■ , p 
tt s heloful to know ahead of time when there are oatents like this. If there's a change vou can make to vour 
system to avoid infringing, many times it's better to make the change. If you've been using the system for several 
years and then change it, there are potentially still several years of past damages." 

If the case proceeds to litigation, it may be one to watch. Patent cases will generally involve each side arguing the 
interpretations or validity of the claims involved. If they're upheld or rejected, the interpretation could affect 
future cases. 

Roth said that the Worlds.com had no particular reason for filing its first claim against NCsoft as opposed to other 
companies. He merely noted that they had investigated many technologies and games and that NCsoft's, like 
Lineage or City of Heroes, were covered by the patent. 

He added that Worlds.com is looking for a swift resolution, and Texas, where NCsoft has offices and the complaint 
was filed, has a sophisticated patent court. 

Gatto pointed out that Texas may offer other advantages for Worlds.com. 

"Being a foreign defendant in Texas is not a pleasant thing," he said of NCsoft, which is primarily a Korean 
company. "The juries are, many would say, biased towards American plaintiffs and have a propensity to offer high 
damages. Some defendants might view them as an unfriendly jury and it might make the defendant more likely to 
settle." 

Many observers have speculated that since Worlds.com's patent was only granted in 2007 and filed in 2000, there 
may be too many examples of prior art, including NCsoft's own games, for the patent to stand. Roth explained that 
the patent itself is actually continued on from a much earlier filing date, November 13, 1995, putting it ahead of 
NCsoft's founding in 1997. 

It's not clear what will follow-NCsoft likely won't be served until the new year and then wUl have 20 days to 
respond-but Gatto observed that this is likely only the first of many claims. While Genera l Patent CnrporaHnn 
which represents Worlds.com, Chairman an d CEO Alexander Poltorak previously sp e culated that everyone from 
World of Warcraft to Second Lif e could be in violat ion- Roth declined to lay out future defendants. 
"I'm not at liberty to disclose what other companies I believe come within the scope of the claims," he explained. "I 
think it is a very broad and robust claim, managing both bandwidth and the display and interaction of avatars in 
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virtual worlds and massively multiplayer games/' 

While Roth said that NCsoft had not been contacted previously for licensing opportunities, he added that Worlds 
was open to hearing from them. 

NCsoft, whose Austin office is currently closed for the holidays, has not responded to repeated requests for 
comment. 

Posted at 05:04 PM in Legal | £goMiink 

Technorati Tags : MMOs f NCsoft, Virtual Worlds. Worids.com 
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TrackBack URL for this entry: 

http: / /www. typepad.coin/services/t rackback/^aood834icac2i53efo i 053<>9bcf3i970b 
listed below are links to weblogs that reference Wor lds. com v. NCsoft Update : 

Comments 

Hmm... it is oertine more and more interesting. I can't wait for Worlds.com to file against Blizzard Entertainment or their 
parent company "Activision Blizzard", file against EA (for Ultima Online :p ), EVE, Second life, etc. 

How about Korean and Chinese made Virtual Worlds? I wonder... 

Posted by: JCJo hn SESECuneta | Dece mbe r 2Q. 2008 at 10:34 PM 

They won't This will get dismissed under prior art The patent doesn't define any specifics, even under MMO standards. It 
doesn't define any client/server details or any centralized server at all for that matter, thus even old games like Doom fall 
under this umbrella. If you played a game via dialup 9600 baud modem with an old Iriend back in 1994 when Doom came out, 
you are in violation of this patent. Ron Paul! 

Posted by: Pac | December 2Q P 2008 at 10: 48 PM 

They just want to get free massive exposure because these companies have taken all the limelight of the virtual worlds market 
Posted by: Jak | Member 39, 200$ at m ;,u J EM 

The concept of all their enablement technologies for MMOs aren't specific at all so they do cover precedents, which, IMO, 
ch/MiMW h*»n tnl-on int-n ^rtneiHor»Hrvn in th<» evaluation nf the. natp.nt nnnlicarion. 

it's a US patent, so 1 guess it only covers those games or wares that were created and/or operates in the US. I wonder how 
things will look when they run into Blizzard. 

Posted by: Anth | December 30. 2008 at -01:31 AM 

this is uttermost ridiculous. The complaint is so vague and general that every game with an online modus is in danger. T should 
go to America and file a patent on a concept of breathing oxygen and t hen file complaints against all people doing the same. 

worlds.com makes inferiour games and is just a sad, jealous bunch of losers. 

Posted by: Orpheus | December 3Q T 2008 at 04:18 AM 

It will get dismissed as there were many other online games using this concept long before they even filed or even existed. If it 
was my court I would flip the bill and make them pay for wasting tax dollars. Like many cases in the states the whole court 

wctom thnri* i« ■» rirotw 

Po«tfx4 Kv Kpn I TWomhpr on oooR nt no«ni PM 

I guess they aren't ever going to produce the updated version of Worlds they've been promising on their web site for so long- 
Posted by: Sue^RaskervUJQ \ December .10. 120 08 at oa:i8 PM 

I think Worlds is having financial difficulties Qike who isn't?). They had over a year since the patent was official, and now they 
do this, during a recession. 
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Ijet's check some things here... 

Ah yes, their stocks arc down at 0.20 and they want a swift decision from the court, I remember a similar situation with SCO 
going against IBM. If it turns out to be the same, everytime the slocks need to be jump started, Worlds will file a lawsuit 

I suspect NCSoft won't be by itself on this one. Other companies are likely to form an alliance against Worlds. And to think this 
will be swift,., maybe in Texas, but not when this case goes to federal appeal process. 

Posted by: RukBook-Lawyer | December 30, 2008 at 04:41 PM 

If you want prior art, look at Kesmai's online WWII air-combat simulations on the GEnie online service — Air Warrior, SVGA 
Air Warrior, Air Warrior for Windows, Air Warrior II, and Air Warrior III. The first version was released for the Mac, Atari ST, 
and Amiga in 1986 and when I started playing SVGA Air Warrior in 1990, it had a 24-plane view limit — the server and client 
would only pass data on 24 of the closest planes for your client to render, and you could literally be shot down by planes that 
the server and client kept invisible to you (not deliberately « because this was over dialup lines, the juggling of what planes you 
could and couldn't sec didn't always keep up with their maneuvering in the air around you). 

Rendering limits have been in place for all of the online WWII air-combat sims 1 have known — besides the versions of AW 
listed abovc > there has been Confirmed Kill, Warbirds, and Aces High, all of which were designed with view limits to control 
the rendering load on the client. 

Posted by: Sean | December 30. 2008 at 08:00, PM 

Looks like Worlds.com would be knee deep in you-know-what after MMO fans around the globe are done with them. Just 
trying to sue Blizzard might spell arson around Worlds.com's offices. I dare not imagine what would become of them. 

In any case, analytically speaking, reports such as these are bad for international investments. If American companies keep on 
suing International companies, international investors would dare not go near the United States. I mean, c'mon people, wasn't 
Nintendo sued last time? Now NCsoft? Really, a bill needs to be passed against stupid patent cases such as these. 

Posted by: Arc | December 31. 2008 at 12:58 AM 

To the Worlds.com owners, employees and everyone buying services from diem: Stop beeing stupid. As Sean says: Companies 
will stop releasing software in the US. The asian and european market is larger in total, so do software companies really need 
the US market? Don't think so,.. 

Posted by: Arnt | December 31. 2008 at 05:04 AM 

Meh, 1 developed MMO games confirmed kill and Warbirds using their claimed method before worlds was even around, before 
ultima online etc.. 

If they first filed in Dec 1995, we were already online and had paying customers by that time using those methods. 
Kesmai's air warrior was doing it in the 1980'$. EA owns that IP now. 
I now develop WWII online. 

If they come after us 111 definite ry be showing prior art from as far back as the i98o's for them. 
Posted by: John | December :u. 2008 at oq:qs AM 

World.com is a patent troll. I hope that the rest of the industry buries them in amicus briefs and that NCSoft counterclaims and 
World.com goes out of business as a result, a fate richly deserved by all patent trolls. 

Posted by: Charis P | December 31. 2008 at 12:47 PM 

This is why we (the consumers) can't have nice things. Ifworlds.com was more than a fleck of dirt on the ass of a camel 
wandering in the most remote regions of the Sahara, I would actually give two shits about this claim. Unfortunately due to 
economic hardship and the former I can only afford a half-shit and a hearty "fuckyou" to the patent trolls. 

Posted by: Justin Bailey | Pe^ fir n ^ 

Fail patent is fail. This sort of thing had already fallen in the public domain thanks to MUD's from the 8o*s. 

Should never have been granted. 

Posted by: Ramenth | Januar y Q i r 2000, at 10:07 AM 

GG Worlds. Wait until Blizzard steps in to help NCSoft....You are screwed. 



hun://www.virtua!worIdsne^ 



1/9/2009 



Virtual Worlds News: Worlds.com v. NCsoft Update 



Page 4 of 5 



Posted by: Michael | January ot. 200Q at.P7:.i3 PM 

That a patent like this can be granted in 2007 is a sign of how drastically broken the US patent system is. 

Even if you buy Worlds' argument that their patent application originally dates from 1995, it's public knowledge that the first 
MMORPG was Neverwinter Nights, which was invented in 1989 and went live in 1991, pre-dating the very inception of 
Worlds.com Inc. by 4 years. Furthermore, the 1985 multi-user chat space Habitat is widely known and lauded as the first 
software to allow virtual representations of people to interact on the internet. This concept was elaborated on by Neal 
Stephenson in his 1992 book Snow Crash, which actually describes the content of Worlds.com 's patent in a great deal more 
detail than the patent itself. 

Also, in a deliriously ironic twist, Worlds.com's patent application refers to the representations of people in virtual space as 
"avatars," which would not be possible but for the work of the Habitat programmers who had coined the term a decade 
previously. 

Posted by: Lindsay K | January Q2» 2000 at 11:05 AM 

I hadnt even heard 0fW0rlds.com before this. No publicity like bad publicity eh? 

All they have succeeded in doing is showing the world what a bunch of moneygrabbing...peop!e, they are. 

I really do hope they try this with the bigger companies like EA or Blizzard, they will stand no chance 

Posted by: Rob H | J an ua r y Q2 > 2QP9 3t 0 6:5 9 PM 

please, paladin of justice, start a legal action to entire world! 

start a legal action to all 3d virtual worlds (chat)comunity, start a legal action to all the publisher an developer of all the virtual 

world MMORPG, start a legal actions against everyone! 

AIIAHAHAHAHAHAHAHAHAH 

and one question... worlds.com? who the hell are you? never heard before, never played with your productions, never visited 
you website before,.. 
publicity {ref to *rob H w post)? 

I don't think so, is something ridiculous is not publicity... 

speaking honestly, world.com have the patent from 2000 and only in 2009 (ps happy new year to all :D ) they comes out and 
say M oh, sir, we got a patent on avatars and virtual words, I'll start a legal action against you...'* 
please be serious... 

best regards 

Posted by: Onef | JimMTX~ c >3* ^ 

It's doubtful that Blizzard will come to NCSofTs rescue on this, since NCSofVs major success is Guild Wars, a project started by 
ex-Blizzard employees. Indeed, starting with and winning a suit against a "small fry" makes it much easier to win against the 

big fish ! . 

I 

We as consumers really need to reform the USPTO when it comes to software patents. 1 mean, the lack of significant 3D 
hardware was probably the only reason why 3D avatars hadn't been implemented (to the same degree they are nowadays) by 
1995. bint every other part of Worlds.com patent was already implemented well before that. Patents should be granted on novel 
ideas beyond the obvious. 

For example, the telegraph is a signaling method using a wired transmission mechanism. Extending that transmission to radio 
waves should not be patentable, or, if wireless transmission is patentable, should apply to all wavelengths such as 1R, 
microwave, X-ray, etc. (in wbich case, Paul Revere's "one if by land, two if by sea" signal method could be considered prior art 
for signaling using visible spectra of electromagnetic waves). 

Posted by: Andre P. | January 03. 2000 at 04:41 AM 

Patent trolls — like this company — make me ashamed to be an American. 

i 

Posted by: Balasarius | Januaryj>3» £QJD®J&J&9®A-&M. 

I thin If WnfltfU i« hrmnine *n <u=»t n nr#*oid«»nof» with NCsoft. If they enn then nrettv much any came with in game chat can he 
sued. 1 guess it's foolish to try to open up with someone like blizzard as they have the moeney to take care of themselves. 

Posted by: Anon | Janu ary 0 3, W OT a t Q4; Q * P M 

Worlds.com is a sweaty, degenerate company. Don't take anything they say or do seriously. 
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Posted by: Anonymous | Ja nuary 04 . 2000 at 01:13 P M 

NCSofl is a billion dollar company, thev make almost as much per year as Blizzard do, so legally they can afford to do whatever 
it takes to fight this. 

The problem, as stated by the lawyer, is that the Texas court is biased towards US companies, which means NCsoft is facing a 
fight before it even gets into the courts. 

However, you would have to be really stupid to not see that this patent isn't valid and the only thing that it will do is crush the 
American MMO industry (as it can't affect anything operated outside the USA). 
Pnstf*! Kyr Annnymnns I January 05. 2000 tit 01:5ft AM 

Klizznrd is »hi> hi^esr American mmntier of MMOVs with World of WarCraft. t hone Michael Morhaime and Frank Pearce fboth 
are Blizzard's co-founders)know how to handle these assholes 

Posted by: graj^Dori | January^. 2QQ9MJ)2&QJIM, 

Verify your Comment 
Previewing your Comment 

Posted by: | 

This is only a previ ew. Your comment has not yet been posted. 

Your comment could not be posted. Error type: 

Your comment has been posted. Post another comment 

The letters and numbers you entered did not match the image. Please try again. 

As a final step before posting your comment, enter the letters and numbers you see in the image below. This 
prevents automated programs from posti ng comments. 
Having trouble reading this image? View an alternate. 
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Virtual Worlds News 

December 11, 2008 

Worlds.com Hires IP Firm for Licensing: To Begin Contacting Virtual World 
Companies "Shortly" 

Woxldsmnj and General iEalsnl^oi^xatianL announced today that they had selected intellectual property law 
firm Lerner David Littenberg K rumhote & Mentlik LLP ( LDLKM) to enforce Worlds' patents. Together the two 
patents currently owned by Worlds describe what sounds like the underpinnings for a wide range of client/server- 
based 3D virtual worlds, according to the company, if not pretty much all of them. While GPC Chairman and CEO 
Alexander Poltorak told me that the companies don't have any specific targets in mind, products from Second Life 
to World of Warcraft could be affected. 

"ft'q a syfitpm of manaHn** avatars in virtual worlds " ftvplainpd Poltorak. "For whoever is workine and develooine 
virtual worlds, it's very relevant/* 

Worlds owns U.S. Patent Nos, 6,219,045 titled " Scalable Virtual World Chat Client-Server System " and 7,181,690 
titled "System and Method for Enabling: Users to In teract in a Virtual Space." 

Together the claims describe systems for tracking the spatial relationships of avatars and objects in client/server 
systems and managing their interactions as well as how many can be displayed at any given time. 

The patents prompted Sean F. Kane of IJrakeford & Mne LLC to blog this morning asking, "Does Worids.com 
Hold the Patent for the Virtual World? " 

When asked for his thoughts on the announcement, Kane explained, with the caveat that he is not a patent 
attorney, that "given how broad the patents are, they can make claims against a lot of virtual worlds and MMO 
people. Given the tenor of the announcement, it would seem to me that their intent is either to make claims or to 
file actions against those they consider infringing." 

Poltorak said that the company would "very shortly be contacting various players in the virtual worlds 
community" to offer licensing opportunities. 

"We are looking at various products and evaluating various technologies," he explained. "Our immediate objective 
is to make these patents available, and we hope that the industry will recognize that Worlds.com has been a 
pioneer in developing this technology since iqq4 and iqqs." 

GPC is currently prosecuting other patents through the application process that it says are continuations of the 
origi nal patents for the same technology. 

Several IP lawyers declined to comment on the validity of the patents or on whom they might be applied to, 
though it seems safe to say that well be hearing about more activity soon. 

'They are aggressive and they attempt to protect their clients rights based on a licensing agreement or litigation," 
Kane said of GPC. n To the extent that they've hired a firm with extensive and successful litigation history, it would 
point to litigation. It's difficult to say where this is going to go out at the moment, but it'll be very interesting to 
watch. It could very well be a watershed moment. 

Posted at 02:21 PM in Legal | Permalink 

Technorati Tags; General Patent Corporation. LDLKM . Patents. Virtual W orlds. Worlds.com 

Digg This I Save to deUcio.us 
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TrackBack 

TrackBack URL for this entry: 

http://www.typepad.com/senices/t^ 

Usted below are Onks to weblogs that reference MbrJds^^ 

Compani es "Sh ortl y ": 

Comments 

Pioneers, yes. 

I suggest before the "blogger pundits" begin the blog rants and suggest their Second IJfe/VR evangelist expertise on what this 
means and request us all to pay for this "knowledge" at another conference... 
Google- Tomptons- "Multimedia patents" 
http://yx.afo^ 

There's a pretty good chance that this will he the same game, with the same results. 

We should welcome Worlds.com back into the fray, hut this way seems., well., you decide. 

Posted by: chris | D ecem b e r u. 2 008 at 03 :46 PM 

After having read both of the patents involved, I would be surprised if they hold much merit. I would imagine that under 
ereater scrutiny, nrior art would tend to negate their validity. For examole. muds have used this method for some time prior to 
Worlds Chat ever coming about. Although the patents tend to suggest a separation between client and server processes, it can 
be argued that in a multi-threaded mud. such an architecture already had existed, though perhaps not formalized. 
Now, when applied towards existing virtual worlds such as Second Ufe, the architectural definition within the patents seem to 
be too limited in scope such that SL does not appear to violate die patents. The defined separation between client and server 
could be shown such that the actions or functions processed by the client are, in Second Life, actually processed by the server. 

It will be interesting to see how this plays out in the real world, but I think that the patents are firsUy, improper, and secondly, 
too limited in scope to be applicable. We'll :>ee. 

Posted by: nw | December 12. 2008 at 09: oo AM 
[[Cross Posted from Terra Nova]] 

Hen. Turns out this kind of thing is now going on in Europe and Asia with other attempts to enforce virtual world patents filed 
since the mid to late 1990s. 

For the record and posterity, as a pioneer of many of the technologies in the late 8o's and early 90s and concepts underlying 
such claims, I am available as a professional expert witness. In the last year, I have worked on several cases surrounding bogus 
virtual world patent claims. Most you haven't heard of, because we overwhelm them with prior-art and they die long before 
trial. 

Ask Will Harvey {IM VU) how Fortcrra tried to shake him down by asserting that they had a patent on the 3D-word balloon in 
virtual worlds. 1 had fun providing the prior art for that one! If he'd lost, I'm ioo% sure that Blizzard was next in line. [I should 
really write a biog post up about this one - Will, if you're reading this, drop me a line with the latest status.] As it is, your word 
balloons are safe. 

I've also referred other lame claims off to other pioneers/Terra Nova regulars, such as Brian Green. 

Just today I faxed/couriered a witness statement in an international case that's so dumb it makes ray head hurt. 

Here's the deal - much of the stuff people patented starting in the late 1990s was previously created and not patented because 
we didn't think you *cou!d* patent software. Lucky thing for virtual worlds this is true. 

Patent trolls aren't coinc to cet awav with claiminc *my* virtual world prior art! I'm a pack rat. I have stuff vou didn't even 

know existed, and I know where I put it. :-) 
Randy 

Posted by: fonpYjforrn.er I Pecember i &jftQQQ. at 02:32 PM 
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Good info Randy, thanks for your wisdom, insights and diligent archiving. I would like to etch up with you sometime. 
I just sent you a Unkedin message. You can look me up there. 
Geof Lambert 

Pasted by: Geof Lambert | December ifi ooo8 at m -><* AHf 

F founded WoHds Inc. While . like the folks who bought the Worlds Chat piece of Worlds Inc. as has been mentioned there is a 
ton of pnor art, and I too have many unpublished docs as you'd expect. Folks like Mr. Farmer and myself worked hard to 
ensure that Vworlds would not need to fight a thicket of impediments. 
Posted by: DjQjg | December io r 2008 at any p ^r 

The funny thing about this patent is it does not define Virtual World or Massively Multiplayer. 

(Doom 1993) « a virtual multiplayer world where "neighbors" can see other avatars, attempt to kiD them and taunt them via 
text chat. Because this patent is so broad I'm sure that counts as prior art. 

Posted by: Pac | December 20 . 2oofl at nff. ?7 pm 

The patent they're using for the law suits, Lssued in 2007, does have valid complaints. Unfortunately, it extends the 1904 

patent, which docs not. >yH 

Read the '94 patent; it relates pretty much only to the ability for a server to determine the maximum number of avatars visible 

to a player. 

That's not a core ability in MMO's. Or DOOM. 

Weihs, that's not even a tangential ability. If it was, people with had video eards would lag far less. 
Posted by: Ramenth | January. oi, 2009.atioazAM 

Verify your Comment 
Previewing your Comment 

Posted by: | 

This is only a previ ew. Your comment has not yet been posted. 
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As a final step before posting your comment, enter the letters and numbers you see in the image below. This 
prevents automated programs from posting comments. 
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ZDNet Government 

Richard Koman 
December 29th, 2008 

Worlds.com natent litigation could 
ripple through virtual worlds 

Posted by Richard Koman @ December 29, 2008 @ 11:54 PM 

Remember Worlds.com? The 3D pioneer is still around and they're ready to sue* In fact on 
Christmas Eve, the company sued NCSoft, for violating patent '690, a system and method for 

pn^hhno lKPrc tr\ ir\t&rt*ot in » virtual $:tvu*p. 

NCSoft's games, such as Dungeon Runners, Guild Wars and Lineage, are all said to violate the 
patent. And NCSoft is just the start. World.com 's IP lawyers feel that they have a "very robust 
patent," reports Virtual Worlds News. 

"It's likely that other companies will be receiving contacts. A number of people have 
inquired about it, whether or not they Ve been contacted,*" explained James Gatto, IP 
Section Leader, Pillsbury Winthrop Shaw Pittman LLP. "It's helpful to know ahead 
of time when there are patents like this. If there's a change you can make to your 
system to avoid infringing, many times it's better to make the change. If you've been 
using the system for several years and then change it, there are potentially still 
several years of past damages/' 

So who's next? Anyone from WoW to SecondLife, potentially. General Patent Corp. CEO 
Alexander Poltorak emphasized that any system with avatars in a virtual world could be 
affected, 

It's a system of managing avatars in virtual worlds," explained Poltorak. "For 
whoever is working and developing virtual worlds, it's very relevant." 

As a lawyer and technology writer, Richard Koman brings a unique perspective to the blog's intersection 
of law, government and technology. See his full profile and disclosure of his industry affiliations. 

Email Richard 

Popular on CBS sites: CES | Spore | iPhone 3G | Katy Perry | Antivirus Software j GPS | 
Recipes | Macworld | NFL 
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Worlds.com patent litigation could 
ripple through virtual worlds 

17 Comments 

Reply 

1. Quake 3 predates this patent by two years 

pkatz - 12/30/08 

Quake 3 would seem to run counter to this patent, as would Tribes, and several other online 
games from the 90s. The core concepts of such online interactions were also presented in the 
qos movie Disclosure, and within several books on Virtual Reality. 

A worthless patent that will hopefully get swatted out of existence. 

Kepiy 

1.1. but. 

ellmnndo - 12/30/08 fEdited: 12/30/08 (© 0.3:06) 

but that does not mean they patented them, and seeing they already successfully sued another 
company then it will be easier to take others on and win as well. 

Reply 

1.2. 1 don't think... 

nf!Mann - 12/30/08 

...any of the games you mention have any actual "management" of Avatars actually happening. 
Yes, the virtual character exists, but I don't recall any capability to manage storage, buy or sell 
items, etc. 

The patent does not claim any rights to actual virtual characters, but such characters actually 
being "managed". 

Software patent clai ms get more and more absurd with every one of these patent that get 
issued. It's obvious that common sense has no place in the modern legal system. 

Reply 

1.3. My mistake... 
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DCMann - 12/30/08 

..glancing at the patent, it appears to be very broad and it covers just about every aspect (very 
loosely) of a client / server type MMO and is NOT isolated to inventor or item management 
The story is obviously using the term "management" to encompass all interaction thl "avatar- 
has with the virtual system. 

^L^^f 11 ^' T 17 multi -P! a y er &™ Aat «ses any type of central server could be 
considered to fall under this patent. Scary stuff that this could get issued in 2007 (it was 
flnnhed for in onon). ' K 

I think IU go patent a method for arranging written collections of words based on a numerical 

ordering system.... 

Reply 

1.3.1. Would not early flight simulators 

GuidingLight - 12/30/08 (Edited: 12/30/08 @ 10:15) 

used by the Navy and Air Force fall under this patent? 

They worked off of similar principles, though were out before 2000. 

I think I will patent something myslf, looks to be an easy way to make some money. 

Reply 

2. RE: Worlds.com patent litigation could ripple 
through virtual worlds 

chris.kluis - 12/30/08 

It would seem to me that this patent is OBVIOUS to one skilled in the art. 

I'm not a patent attorney, but from the classes I took in school - 1 would agree that this patent 
is probablv on shakv ground. 

Reply 

3. Prior Art Reference 

medezark@... - 12/30/08 

Neverwinter Nights (on AOL), 1991; Meridian 59, 1995 (3D0). etc, etc, 
Reply 

3*1* Hmmm... 
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DCMann - 12/30/08 

...I'd be interested in the details of the item/character management system in that game to see 
if applies here (not that I know the details of what the "patent" actually protects), 

I played the "Gold Box" SSI games for years but never bought into the subscription based 
extension on AOL. It WAS quite a bit ahead of it's time, but never having played it, I f m not sure 
if it qualifies as something thit could invalidate the patent. 
Reply 

3.1.1. Prior Art 

twaynesdomain - 12/30/08 j 

Unfortunately, prior art does not really negate a patent in any way unless those with the prior 
art wish to sue the sewer, I mean, suer. Is there such a word? Hmm. 

One can easily patent someth|gn that has been around even prior to their patent application. It 
takes the holder of the prior art to make it a feasible point of law. And if they don't have deep 
pockets ... I 

Reply 

. _ j- 

4. RE: Worlds.com patent litigation could ripple 
through virtual Worlds 

backpacker299 - 12/30/08 ! 

j 

We need to do away with software lawsuits like this. Let's leave it to corporate espionage suits. 
I know this won't make some happy as they'd have to have made software that did these things 
and done it before everybody else, but seriously, these guys are going to the bank because they 
have a patent on using avatars in a virtual world. That's just ridiculous. Where do they stop? 
Do video game consoles become the next targets? How about websites for little kids? 

Reply 

1 

t 

5. RE: Worlds.co^n patent litigation could ripple 
through virtual Worlds 

JoseTorr - 12/30/08 



What about the Virtual world i create when i close my eyes 

Liable Too. 

Reply I 



Is my active imagination 
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6. How about end user revolt? 

madrucke@... - 12/30/08 

I have no problem with a company enforcing it's patents... 

However, when and if a company fails to inform and enforce in a timely manner... 

mnn n ^ r i ma ^ r f ? ° f ""P** 0 ™ and end users decides they can make a ton of 
money by after the fact enforcing their patents. .. 

Perhaps... That should be the last money anything their company ever makes, makes... 
End users should simply stop buying stuff made by such carpet bagging privateers. 
Enforce Immediately... Or not at all! 

With so many patents on record I seriously doubt anyone can create anything anymore without 
♦♦violating** someones patent somewhere... y wiraout 

Ecclesiastes said, several thousand years ago, that there is nothing new under the sun. 
So why even try! 

So much for innovation! Some of us would be happy to just get attribution! 

Mike Sr. 
Reply 

6.1. end user revolt? 

twaynesdomain - 12/30/08 

Actually I pretty much agree with you. Unless there is a darned good, proven reason for waiting 
so long to take action, very often cases like this are labeled as "frivolous", especially when it's 
something that was commong knowledge prior to their patent 

I haven't heard of this one before but 111 bet it comes under the frivolous tag, actually meaning 
pre-meditated, intentional maliciousness. 

Unfortunately too many legal critters don't know their butts from bytes though, so you never 

^T' Ml1 * v ? e ? M * ^ 0311 prove any " dam ages" due to the infringement. I mean, 

just look at their name; that s so close to a type of infringement I can't think of the name of 
right now, that they could be infringing on worldcom's good name already. Let's hope 
Worldcom notices! 

Idiots! 

Reply 
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7. This Patent is a crock 

Gumby Roffo - 12/30/08 

I think Im going to patent " vagueness" as thats all this cartoon picture patent looks to be 

about. Supprisingly when you look at the " technology in a worlds environment. Its all 2D 

pictures posted about a sphere type enclosure and Ira still moving about as a alpha cutout of 

some person. Feels like a shoting gallery and about circa win3.11. 

One of the comments I have kept about VR worlds/MUD/MOO/MuSHes is from Mr Bill 

Machrone, PC Magazine May30 1995 way outdates this patent as a concept: 

"If fantasy worlds are too weird for you. Brace your self for the Next Big Thing in on-line 

services:avatars." & " You get to choose the sex and apperance of your on-line avatar,and it 

responds to your directions with body movement,gestures,faciaI expressions." 

Gumby 
Reply 

8. RE: Worlds.com patent litigation could ripple 
through virtual worlds 

kingpin2009 - 12/30/08 

As a former Principal Member of the Engineering Staff at Xerox Corporation in the 8o's and 
go's, I still find it hard to believe that Apple (after Steve Jobs got a look at the Alto Workstation 
at Xerox PARC) ripped off every good idea PARC invented. Then, after finally putting a useful 
product together (The Macintosh) and showing the advantages of all of this technology, had the 
nerve to sue Microsoft over Windows infringing its GUI and basic object-oriented, networked 
environment technology they obviously stole from Xerox in the first place! Unfortunately, and I 
can tell you because I was there, Xerox wound up getting royally screwed, almost all of the key 
technologies wound up in the public domain, and everyone using any kind of modern computer 
is using a GUI, a pointing device, networked servers of all demotions, from printing 
(WYSWYG), FAX on the net, file servers, authentication servers, et el. All stolen from Xerox, 
and which were more well integrated in 1988 than they are now. I can't see something as 
obvious as an avatar being concrete enough to hold legal water. The idea of an alter ego acting 
on your behalf is as old as Superman oomic books. Let's go forward with what we know, for the 
sake of the evolution of human intelligence! Enough litigation, let's solve the big problems by 
any means necessary. 

William Kinsman 

CEO Kinsman Engineering Enterprises, LLC 
Reply 

9. Someone needs to buy up prior IP 

Alan093 - 12/31/08 (Edited: 12/31/08 @ 04:51) 
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Blizzard has some deep pockets. The simplest way to nip this in the bud might be to go out and 
license or buy the IP for any one of the NUMEROUS prior art IP's that are out there, and then 
initiate a pre-emptive lawsuite to try and get the patents invalidated. 

A writing gig for William Gibson might not be a bad idea either, seeing that Neuromancer 
inspired more then a few of the programmers coming up with early versions of this stuff. 

I'm sure some of the first muds, including those that started to incorporate graphic elements 
could be had for a song and dance. * 

Ultima online came online September 25, 1997, and I'm guessing Richard Garriott wouldn't be 
opposed to doing a dollar license for the concept of an online avatar. 

Oddly enough NCSoft's Lineage hit in 1998. Now THAT is rather interesting. 
Everquest hit on 16 March 1999. 

Taking a peek at the History of MMORPG wikipedia page brought back a number of memories. 
hr^://en.wikipedia.org/wiki/History_of_massively_multiplayer_online_^mes 



Somewhere in there I'm sure the legal mind's at blizzard will unearth something to give these 
folks a resounding ***** slap, and pull as much of the basic mmorpg concepts into the public 
domain as possible. 
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Worlds.com Sues NCsoft For Patent Infringement 

Oato: 12-30-2006 Viewe: $,999 

Key Wort}-, Worlds, com, sue, NCsoft, pa tent lnfrtngement,Ctty of Heroes, Lineage lI,Tablula Rasa 
Summary: Apparently it tsnt a relaxing vacation tor NCsoffs Austin headquarters because they received 
an unpleasant gift on Christmas Eve from Workts.com. 




Apparently it isnt a relaxing vacation for NCscfV* Austin headquarter* because they received an 
unpleasant gift on Christmas Eve from WorldB.com. Reported by Virtual Worlds Mews, virtual world 
company Worlde,com filed suit against NCsoft on Christmas Eve, claiming infringement on Its patent 
for user Interaction *n a virtual space. Worlds .com also has a patent for a second technology common to 
many MMOs, a system for scalable chat. 

On Christmas Eve, Worlds.com filed a complaint against NCsoft for infringing on its virtual world and 
MHO patent, wortds.com, which was one of the early virtual world deve topers from the '90s, made 
waves eerOer this month when it announced that it had selected an intellectual property firm to defend 
its two patents related to scaling virtual spaces and enabling users to interact and chat In 30 
environments. 




Specifically, the suit claims that NCsoft has infringed on patent 7,181,690, "System and Method for 
Enabling Users Co Interact In a Virtual Space* through its games, including City of Heroes, City of 
Villains, Dungeon Runners, gxteel, Guild wars, lineage. Lineage II. and TabluU Rasa. 

The complaint seeks to recover damages for the infringement and asks that NCsoft be prevented from 
infringing on patent 690. which covers scaling. Based on NCsoft's headouarterc tn Austin as a seurco of 

the infringement, the complaint :v$$ filed in the Eastern District o; Te*as, Tyler Division. 

In the follow-up report, Wor1ds.com has announced that they had selected Intellectual property law firm 
Lerner David Uttenberg Krumhorz & Mentfik LLP, to represent their interests. They explained that they 
would soon begin contacting representatives throughout the industry. LOLXM's Stephen F. Roth, who is 
serving as lead attorney, said that the Worlds .corn had no particular reason for filing its first deim 
against NCsoft as opposed to other companies. He merely noted that they had Investigated many 
technologies and games and that NCsoft's, See Lineage or City of heroes, were covered by the patent. 

He edded thai Worfds.com Is looking for e swift resolution, and Texas, where NCsoft has offices end die 
complaint was filed, has a sophisticated patent court. 

Garto pointed out that Texas may offer other advantages for Wo rids .corn. 

"Being a foreign defendant in Texas is not a pleasant thing/ he said of NCsoft. which it primarily a 
Korean company. "The Juries are, many would say, biased towards American plaintiffs and have a 
propensity to offer high damages. Some defendants might view them as an unfriendly jury and it might 
make the defendant more likely to settle." 

Many observers have speculated that since Worlds. corn's patent was only granted In 2007 and hied in 
2000, there may be too many examples of prior art, including NCsoffs own games, for the patent to 
stand. Roth explained that the patent Itseff is actually continued on from a much earlier filing date, 
November 13, 1995, putting it ahead of NCsoff s founding In 1*97. 

It s not dear what will follow— NCsoft likely won't be served until the new year and then will have 20 
days to respond -but Gatto observed that this Is ttkefy only the first of many claims. White General 
Patent Corporation, which represents Wortds.com, Chairman and CEO Alexander Poltorax previously 
speculated that everyone from World of Ware reft to Second Ufe could be In violation, Roth declined to 
lay out future defendants'. 

"rm not at liberty to disclose what other companies I bttUeve come within the scope of the claims," he 
explained. "I think It Is a very broad and robust claim, managing both bandwidth end the display and 
interaction of avatars tn virtual worlds and massive ly muttiplayer games." 
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O AngeU Onf i ml Holy ftattlefiaid in Ko w 
0 Angcis Online: Guild System Irftrodwcti 

Screens Of Tn* Day 




News Of The Day 

© Cokmy Traitor for 8 SO launched [01 -S3] 
O Runes of Mspjt«ot Over MO, 000 P £81-09} 
O 20CS Reader* Choice Award Appree [01 -09 3 
O free Zero Point* W<xifcord Qot\ 24t [01 O] 
Q WAR: Ore Wt3 Undergo F«*-lHtw [Oi OJ 
Videos Of The Day 
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R»ad more hero 




Re$Ourrce : W*rto*.com F»o# Suit Aflmnst NC*oft for P*t*nt Infriag«moRl 

2, Squar«~£nix UnvoJto N«w MMOHP<3 Kejtt E3? 
4. Design A Choroctor the Squaro £oix Way 
ft* aoy Shot Points Bn cause. of v!d«o Games?! 



Editor** f 

i, DragonbsiJ Evolution PioviftW! 

3. Bush Shoo Incident; Throwing Gamers 

5. Xu*ies0f.„wareraft?< (Review) 



Uj Relevant News 

♦ Monthly Thirteen 1 feature, tetiie 9 Cut Nw^fl?. Ifi) 
» FtCsoft D«porrs ESA 20G9{li-C9} 

♦ lineage II: Osao** fins} PUiy Vrt*w!{i2KS) 

* Otv of 8cro*s ;s-su« i:s; Power <ar»d SfesiKWiOiJItv Laun«h#s, f l2.-{H> 

* T«biih Rasit Sharing C»cv/« ;n Fssri^ry?; i 1-2.2 j 

* A&n Subscntstion f^e Anooon»ci(ll-20) 

* A*»n; Anting Famous Faca Cofiectjon'f 

♦ KavvMin* Story: r3Apf>roftrfiin<? 01 -H> 

• Monthly Thrrteenl !ssu« Tima, Raad Your Favbrit«S(iJ U) 

♦ Richard $a*rtatt Uav^g f4C*cft(U-i2) 



J Player Comments uteat Mat 053*1 &mteuned 

(76 comments) 

Before you start screaming "creed*, realize this: was the oatent in NCSoff s a £jg ft 

rtands, they wouW sue Worids.com cr any owe: company in a r«*a;t5eat. 

The wr^ patent and copyright system is flawed out for now £ % the way the world worts. If ifs indeed worfc&cocn 
who patented the ©act idea that someone dse is using, wefl.. bad tuck. 

Oont rrusurtderstand me: fm an MMO fan and I would love this fewsuft to fait but I can see NOTHING wrong with 
frying to get patf for your ideas If they are, indeed, yours. 



@0 go Qooto , 

wots WjWi&wQf cw.tezz. 

10UM ihili nrtsst happens to ccmoanies that ctens our Garw |WaW)SJ Snce *ti nuncs are CL0.ft.e4. 
aiaiard knw *vorftjs,ecni had tn* jsattnt and it mi settled tong fcme age,., 

whAt A*K*r t^Hi.fww* Asin'i v»ow wn t**sr ftitwa enc wornw.com vine ;Dg*tr.e; tet a BIO OK* U»n£*H 
1st Blirzard mates WaV» and pay* the patent of chatting and stuff to Wbrtda.o»yv Theft W.o.W is a success.'" 
Then all eth« esmi»nies start their VV.O.W CLoji.cj, but thev don't know about the pasta. 
After the nunc industry c«J*s high seateM' aryJ the worfd i< in ecsnomtol oy«i$. There canes BSnard best 
friend: Wdrid.com and *u« every W.o.W Clo.n.e company!" And now They genrw ruSe the wwkfni 
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bBftsnohanria 
dtitd. please go back to power rang en end barbie. 



Thfe & retarded, won must bring fastJeet /r/U /r/IH I demand it 
Ncsaft ti THE greatest QsmirtQ corn pony ever. 



psst 



.Chat* sorry. >~< 



Quote ™.v I . 



0W*tt:S+:55 



: 1 wouldn't be wrprted (f they sue another company next. ttnee they are 
f daiminQ potent on the diet system, het) they might even try to sue xfire! 
i xD, Why stop there, the WHOLE INTERNET FOR HAVING CAT SYSTEMS* Xi 



you shouW go to worf&com end see what they are dotnj. Too me they a 
PROUD to sue ncsaft-. t wis bttch-*iap the owner of wortds.coni 



hrtp^/www>^aVwto^ws,conV2008/l 2/m^to-defe«i-tee> 
v^ofOusfy-esatnst-wotfdscotTiiMA^l 



iCeytoggerl 
KCwftf Wtboy? 



! 

trwse words make me aBgr^tosWe.. Wortdsxom fells, wcw faHs 0 S§ 0 Quota I" 

with thejr easy mode 25 men raids, UWar Is goin^ to be easy mode too. , L. 

Wow jutt makes me a sad panda. HcoeftjBy Alan worn be delayed because of th& GrawJy *-» — 9 sueing foreign . ' | 
ampente.^goc^e to foreign tnve&ors) /| ' 



Wowsfegssuce Mid 



«r« ycu ewiou*/ ja*i ifl-l>* 

& worlds hating ncsoft or some shit? 
■ they win lose In matter of seconds tn court 
worlds can suck my baits 

the «*i 

) Us funny, world must know nothing atom the US Justice system, tf there ts % @ 0 Qoet« ^ 

! e beHef of e biased Jury. NCsoft could appeal «8 the way to the supreme 
court even. 



a 1-04 i*33:7S 
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e&zxard a friend with wortdixom i find rt dumb that famous gome company £2$ o £3 o Qtmto ^ 

a working with a no name company t douht they are working together and 

to «us Ncoft for Interacting why dont wrortds.com just sue eB the mmo campany for jnteractmQ before they gain 
more $s$ and start gotng up the cornponys ttfl they then hft Otoord wtth 100 of towers 



ttw chosen on« Mid 



...Key WfVrfanboy worhjs.com w outd sue blizzard too they wasn't rich f§5 0 f|] 0 Quote <6 

tike and dear yoo are another moron who don* know what ctone * 
means end he haling on tool and better games then your tome wOw that ppl onry ptey* #c they are nvbs,na- 
DfiM,pp* who cant team to to go of the occ, and ppJ who ere bored to death end wants O past the time. Ohhhti and : 
when yoo crow up at your* 80 you wiS then know you have been a Lame moron playing and paymg for wOw for up 
co 70years you find out you cowW have save up to 1000b of *$$ and when you die you find out you wasted your Cfe 
on a lame game cetl WOw when there fc A Lot More better games ouyt there 

ThitGuy «wd 01-02 23t24^0 



Game* ar« not fun without v<o<enc» i witl never play « g*m« wfchout v«ofents f§] o |§ O Quote 



(oUWoW came out to (ate J0(K..&*erQu«t came before WoW, therefore tU 0 £f3 © 
mating VVoW an EverQuest Ctone .So, you reafly should be saying EQ 

Oone you fan boy pieces of shft! Serfcusry. do your homework} £verQuest been around slice 1999. Every other MMO . 
u*e» after — iusl- moves ev«y tanooy a a veat oicf t rwseiwe you cent *now wnai you are Utiiang sooi;:!! ji 
GO read your EGWI 

mrm»kjng«i«f 01-02 U:«J3 



in the hvt of god, it * a good move to sue the violent games g 0 g Q Quota ^ 

http://tocator.un tted-church^a 



WIIH macs wtat happens »»rr^tete lifiilQ Quote fi 

patent and it was seated long time ago... 

What (he other companies didn* know was that Blizzard and Wortds.com were together in a BIG SIG rhingfH 
1st Ktzzard makes W,aW and pays the patent of chatting and stuff to Worlds^ay. Then W.0.W Is a success"? 
Then afl other companies start their W.o.W C.f.o.n.e.9, but they dorrt know about the pattern. 
After the mmo irwdustry grows high scaJeMi and the world is in economical cry**... There comes BSzzard best 
friend: Wortd.com and sue every W.aW C.I o.n.e company! H And now They gonna rule the wortdlH ruthahahahha 

WoWfartboy Mid 01 -02 0!:3SiU 



*tigh* If they win its going to start world war 3 @ 0 |§ 0 ****** 



The Anonymou* are pfenning a raid. 



Anonymous joid 



[D go Qw*o rrj3 ' 
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t&xe WbtV lover catenr: ffl 0 £g 0 

get your facts stndQhtthimbas»...tCsoft has no done of WoW, ..infect they are almost on the opposite ends of the 
gameptey spectrum.. ..pfus pfease enkghten us of what game is a *•***. 

WoW was released in 200S. ,..tf your done choice is lineage then you ere fuWng retarded bjc Kneage I came out In 
199$..Urre*ge U foOowed In 2003-^004, and <f your choree is G«5d Wars then yw Cfe t$an epfc fa3 b/c neither of 
the games arc related one & purely instanced game and the other tea persistent world .-and tf itsCoH/CoVtney 
came out tn 2004 and 200S respecfJvdy end finafly ff your done choice is Aion then you quite stupid because 

Won In a grand scale b a combination of efements Prom GuHd Wen and Uneage <my opmfcn} *> now pfease 

enSghten m© on how you claim that NcScft * a WoW dpning company when dearly aH their games released before 



OKU 20;5?r40 



Wtf is wofldsxorn, another failure company I can see who nobody knows ffi 0 ffl n 

*»VW* SMW* ***** «m* CTCO «. fc WW w I» — 



YAY sue the *0wctorw» makers H 0 IS 0 Quote 



WoW lower «»d 



1 hope NCSoft wins because fts not a me^f to online games and if the |a 0 «a 0 (}actft 
Judge rules worktexom the winner f fl be passed ■ 5 * ^ 



Mystery^ 



Wodds.com Just wants to be known. 



fO fgO Quote 



Jtnx said oi-O: iftja^o 



in Texas, yeah,. they cms* win. Jast time I get jury doty, the car wreck case m 0 eg 0 <j 1KJCa 

w« dismissed beeatree there wasn't enough Jurors out of 35 to hear the * ' 5 ~ 

cose because everyone screamed the guy couSdnt speak engfcth good enough. 



Trteyan5oo!r^tosueMcscAfor(r<eroctino,.. Why don't they Just sue AU ||$ <j © 0 Qaott 
the MMO carnoany in the world and tt happens to be caff Wortds.com Well I " 
v^Kc^v^ra^SrKw wQrWs.com that mev are aamg DXeKtte Hds 



tolwtfttrWSi^N&c&fbf lustto 553* flQ * 

tnteractftha; means some 1 save worlds .com tnteiectuaJ rigiits for MMO's ? 
Just loi,ng more^onry lot. 



mol said IM1 tt:S6:S* 



Hey Guys, I'm gonna patent the "Wheel". If you got cars, carts, toys, etc. (51 o 9 0 Quote 
be prepared to pay up. 
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I Comments 



NickNamc: 
Content: 



Quota . 



Croedy OorcheSag 



I tMnk they ere doing good by sueing them, shows they arent afraid to 
takeoo big companies. If they overlook this who knows where they wffl qo 

next good for worttfs.com for not letting them walk aD over them 1 ^ 



(ongbabar wrki 



Fm hoping the judge reeJiws how ridiculous thte t$ and throws * out Last g g g 0 
thing 1 want a for Atori or any of there up and comino games to be pushed 
- back of halted because of some greedy people* 



f~ ^«m»fr6er my n«fcn«ne 



" " Submit ' 

Uta povwfU commtnow witfi wn^eas and <:<**» functioes f»rt. 




20CS-:003 M#Qsit*,«;n AO Rights Reserved 
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^SfiANL'Jffca i MAR* I ! tfo 



k Rockstar Games Are Hiring 

WWW.ROCK5TARGAMES.COM/JOBS 



NEWS 



NCsoft Sued for Patent Infringement 




3 Bf K.T3 Ot«ft 



Share Ws story 



See also: 

Lasr !k^(5 
OnSinc 



Related Articles: 

Ejt.NCscf? Employ*© Sp*afcs Out 
Report: Cftlna Gamtno 'Boom* 
Underway 

Nmtendo Partners tor Streammg 



Mass. -based online company Wortds.com to suing NCaoft for 
Infringing on a patent thai seems to lay claim to fundamental 
aspects of WMO games, 

WorWs.com said in its December ?4 court filing that South Korea's 
NCsoft has infringed on VS. patent 7, J 81 ,690, e "System and 
method for enabfing users to interact in a virtual space," NCsof: 
also h» locations in me U.S. 

The plaintiff said NCsoft is wilifuBy and deliberately infringing on the 
patent ■Worlds has been damaged by the Irtrmgemeni by NCSoft 
i and ts suffering, and will continue to sutler, irreparable harm and 
damage as a resuft of this infringement, unless such infringement is 
enjoined by this Court" reads the suit (pdf). 

The patent in question describes methods to afiow a user to 
Interact with other users in a virtual space" through a server, with 
an avatar representing each user. 

The patents abstract reads in part, The present invention provides 
a highly scalable architecture tor a mree -dimensional graphical 
multi-user, interactive virtual wot Id system.* 

Worlds.com fSed the patent in August of 2000, and (he government 
Issued the patent in February 2007. The inventors listed on me 
patent are Dave Leahy, Judith Chalfinger. 8. Thomas Adter and S. 
J. Ardron. 

NCsoft is the pubfeher of games including Tabufe Rasa, Guild 
Ware, Lineage and City of Heroes. 

Worlds.com dropped a not-so-subae hint that 3 would be bringing 
MMO makers to court over Hs patents when earlier in December, 
General Patent Corp.. a patent licensing and enforcement rum, 
announced attorneys Lemer David Unenberg Krumhotz & Menttik 
LLP wouJd be "enforcing- Wodd3.com patent*. , 

At the time; the law firm said it would defend the *690 patent and 
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another filing, patent 6,219,045, a "Scalable Virtual World Chat 
Cttent-Server System." 

Wortos.com, which was tounrfed in 1994. is demanding that the 
court find the patent "valid and errforceabte." and is seeking 
damages as well as a permanent in junction against any 
infrinsom&n! of the patent by NCsoft. 

I 

j Source: Virtuat vVoric* News 



On January Sth Hghn232? said: 

by the gods! thats .... just about everyone! 

"system and method tor enabling users to interact rn a virtual space" 

Myspace is a system and method used tor enabling users to interact in a virtual space..,.. 

and so every game with the words d-2 players) or above in the back of tha box.... 

BUT HEY! they must realty need the money., i mean i may be a gamer and heavy internet 

user but the words "wo4ds.com" is not known to me . What they have adived in reafity is 

getting worids.com hated by almost every onfine/gamef (DOT. DOT. DOT) 



Login or register to post comments 



On January 3rd ArronC07 satd; 

In a world where human DMA can me patented 1 am not in the least bit surprised. 



Login or register to post comments 




On December 3 1st Frood sekt; 

The US upholds its patent taws as first to invent and not first to f 3© so them is hope yet. 



On one hand I do find it sad that they are targetting a struggBng company and would hope 
in a show of goodwill that more successful companies that deal in the MMO business 
create a fighting fund tor ttCSoft to throw these guys off (if needed of course, hn sure 
ervMUnn wrfwn othef j*nr*p« nff » ctnnrvor* Hmaste fe not (h*» ontv waiv tft ttmvind 3ft or si 

hard day at court :P } 



On the other hand, patent taws must be respected otherwise why try to invent or innovate B 
others can just take all your hard work and run with iL 

Login or register to post comments 



On January 1 si 4th Variety said; 

frCsoft is far from struggling. Sure. they dosed down an MMO which did not soli, but none 
of the business reports really indicates that they ore in any trouble. Their current IPs easily 
finance the development of their new MMOs. so if a beat law firm thinks NC was weak 
because they dosed a local studio, they are mistaken. 

The whole thing now reminds me of "Microsoft vs. Immersion". Sony also released the 
Oualshock fn 1 997 and tost to Immersion regardless, although their patent was filed in 
1998. Workfe.com could have picked a bigger fish, but maybe &toy were looking for a 
company that was likely to settle in cider to hurt its competitors later. Much like Microsoft 
did to Sony in the end of the Immersion that. 

Login or register to post comments 



On December 30th 4m Variety said; * 

Doom predates those patents, as weD as most MUDs. Same goes for those bandwidth 
limiting "technologies" covered by the patent Sounds more tike the company owning that 
patent is in ftnanda) troubles and desperately tries to rake in some money. 

Sure, hire some lawyers and they will say you can win such a trial, but then again, they get 
paid anyway. They would say you could sue water tor being liquid Liquids as you should 
now are covered by my "non sotid aggregate patent". Covers gases and plasma too. 



Login or register to post comments 



On December 30th Peter„Peste satd: 

Very good point. I just read the summary erf the oatertL and haB of ft sounds a tot like what 
any online shooter does. Quake was the first FPS built for murttplayer over the internet, and 
the source code is freely avaBabte tro Q2 and 03 under license, so I cant see how keeping 
track of user positions and what textures to toad in the environment depending on position 
i> on idflA owned by this company. 

Id should sue these jackasses, but they probably dom have any patents, since innovators 
and the people that actually push t e ch no logy forward are too busy bringing their ideas to 
reafity than filing patents for generalized bullshit. 



Locln or register to post comments 
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On December 30th Mikail Yazbeck strtd: 

life A curious pattern of lazy patent holders suing 
a sanflar idea is quite sickening. 



companies (or actua&y doing something wth 



On December 30th Sil&to a aid: 

My god though... IF the patent is enlaced, end IF Worlds win the caae, then they have 
potenttatty got themselves some kind of control over every game of this kind! World of 
Waroraft. Playstation Home? I havent read the patent iteeS so maybe if e eomething VERY 
soGCtfic aoainst NCSoft or irs oamee. But if not there's obviousfy no way that world's will 
get what they're asking tor. No way. 



On December 30th Peter„Pfcslc said; 

The Patent system b outdated. In my opinion software engineering is mom tike 
literature/film where there's no way to copyright a general «>tweptf premise/etc, but the 
specific imp tern© mation is what is protected, 

fTs realty sad when vufojres (fte these try to lake advantage of the hard went and talent of 
people in the industry. 

I wonder if I the patent for "Ftle a general software patent with no impte mentation or hard 
work completed, and sue successful companies whose product fits the patented 
generalization - has been Wed? ird be nice to turn the tables on opportunists Idee these. 



On December 30th Rob_ Jackson said: 

There needs to be a serious review of the sMHs of potent clerks in ^ghtof this and several 
other ridiculous patent daims. tt seems that almost anything creative that can be put into 
use with a computer has a patent trofl wafgng in the wings to pounce. Let* not forgot, the 
panning ol computer pixels is patented by Atari. 



On January 3rd ftenxifiever said: 

I agree, if you there are some seriously stupid patents out there, such as this patent for a 
wood-based or wood-composite animal toy: hnp://www.goog!e t co4itf patents? 
jd«hhVJAAAAEBAJ <hmt: it is a stick.') , 



Login or register to post comments 
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« Boat Rotators Anm'l ttagfetarts. And Thoy Usually Screw Up I Brcsret-Foodfng Photo Brouhaha Shows How hmwcJbto tt Is 
To Rate WebSites » 

3D Virtual Worlds Patented! Lawsuits Started... 

from III* oh-c<mtr.-im... ctept 

It seems that the ridiculous patent hotders are trying to go ojI v^fh a bang in 2008. Wortdsxora 
which holds a patent that never should nave been issued on virtual worlds has sued NCSoft, 
makers of a bunch of popular online virtual worlds ~ inducing some thai were launched 
Ugai isswn betow the patent was evert filed tor in 2000. The Register link above shows a few examples o* 
De^30^20oa SUCh virtuaI w,Ws * m y° u 030 d »9 b 3 ** oven further. In 1 996 i was using OnLi ve! Traveler 
i0 4Sam which did all ol the things described in (he patent described, as can be seen in Ihe video below: 

Sttaro This 

Fifed UfKJ«: 
patents, virtual worts 
Companies: 
general patent 
corporation, 
wortds.com 

Perroalink. 



Search Techcfirt * ^ [^acchj 

And now, a word from our Sponsors,. 
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Not surprisingly, the lawsuit is actually being brought by General Patent Corp (GPC), one o* a 
growing number of IP licensing firms who prey on companies (that actually innovate) by trying to 
enforce tncredibty broad and highfy questionable patents. Not surprisingly, GPC's execs have 
been active in protesting any sort 0* patent reform, claiming it would "mar innovation." 1 would 
suggest thai patent reform is a heB oi a (ot less itRefy to mar innovalkm than suing innovative 
companies with overly broad patents that wore applied for well after the technology in question 
was in common use, 

34 Comments j Leave a Comment. 



30 moo«l(nc with access to advanced toots, Expiora Virtual R**tity & Computer Animation 
export format* a uipport. at Full S*3 University. 
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LcoXo ffce they're trying to ley a foundation to 99 after World d Warcraft. 
(reply to mts comment) (Qnk to mu comment) 



Re: 

byWOilam- Dec 30th, 2008© «f:f8am 
With the amount of money that Blizzard must have from their 1 1 mSion monthly paving users f d bet they would fight ori 

{hp law *uir. Thoveortfttnlv how Jhe oowor to. 



7 Steps to Online US Patent Search Get 
Guide Before You Pay Expert 

*ww,Uimaftiaw^»nC. Hew ,TV Start 



stu^^f^AnljiiGlion 

The Art institute OnSne . join the Media 

Arts & Ammatlon Program. 



(reply to this comment) (link to this comment) 
Re; Ro; 
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by Phillip . Oac 30th, 2008 @ 1 1 :i 9am 
Oh I'm sure. fro net saying ifd be a good Jdsa, I Juet wouldn't be surprised, 
(reply to this common) (HnK to mis comment) 



Enter Your Email Acttress 



by Anonymous Coward • Dec 30th, sooa <g> i i2iarn 
Another bufbhlt move by buCshit potent owner?. They need to be puahod faoo first into mefr own Buttehm 
(reply to <hia comment) fflnk to this corn mem) 



5. Re: Re: Re: 

by William - Dec 30th, 2003 1 1 25am 

(reply to this comment) (fin* to this comment) 

6. by Overcast - Dec 30th, 2006 <§> 1 1 :42am 

ioofc* tf*e fne/te f/y*r*o to toy a fovndatbft to go after World of Warcraft. 
Maybe - too bad for them the First Warcraft game came out years before 2000. 

So did Hrerquost 

So did Doom, Ouake, Balduf 6 Gate - the list could cc on for page* and paces - tfearaSy. 

Nope, sorry - try a^ain. Virtual Woritfa were around before NCSoft wae even a company. And yes, ell of thoee game* 
coutd be played , ontin»\ Seen there, done that • even before itvm 'cool*, Warcraft t and Doom were IPX games, but 
could be ran over Kali on the 'net.. 

Let us not forget Diabfc either- realty, m many ways the first true virtual world, 
Sffezard was already doing this bofore you wens even in business Mr. Kim. 

WCteX was ongtnaXy founded m Marvh 1997 by TJ, Kim, a business software developer and author otitis Korean won* 
processor Hangid. ' 

•Diablo is e dork tentssyJrtemod action rot&-ptaying geme developed by BSzzerd North and refeased by QUzzard 
Sntertsjrrm&Jl on January 2. i 997. ~ 

"Warcr&H: Ores A Humans is a reoMtow otratogy gerno, devefeped and published by BUzzord Enteminment ir, 1994* 

If one was around in those days, they may recea vartous MUDS and other BBS games &e Legend of Ihe Red Oregon, 
which v*ere afso 'onfina virtual worlds* - lust not with aS the pretty graphics. 

(reply to this comment) (fink to this comment) 



Dool forg*t... 

by Avatar - Dec 30u\ 2008 @ 1 VAtem 

The first graphic virtual worlds were Nevonwinter Nights on AOL {In the days of dial-up) end Uaima Onfirw... &n done , 
betore their bogus patent. 

rd molly love to oeo thorn 90 oftof 8'tezard... or Sony { who has Everquest and Star Ware)... good luck with that, 
(reply to thte comment) (fin* to this comment) 



Re: 

by Yunivorae • Oecaoth, 2009 @ njSSam 
Your comment write it may be true, eoame to pit Mr. Kim {NCScfOon the same side as the WorWs.com and GPC 
ft b GPC and wortdaxom who are auetng NCSoft tor vioiating their patanK?). 

Anyways, f just d*h»sf Irwwo hogu* p*tenls *n<i enmparww who trie* to aba n off of (*$it cnmnantMt who innovate 
Cam we do something about the crappy pa lent laws? 
(reply to this comment} {dnk to mis comment) 



9. by Anonymous Coward- Dec 30th 2008® 12:16pm 

Ultima onUno: Prtor to tt» potoni. 

Everouost Prior to the patent 

Hefl, il wo oTve bnto movtoo do&crtjkig tho concept, tel s teto a tooX at The Lawnmcvw Man. whirfi was rotoased in 
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1994. 

Books? Even further back. 

Thaae guys aro apparency not very good at their jobs.. 

(reply to trite common*) (link to this comment) 

MIk©..,aro you helping? 

by LormJo E. Hotter - Dec 30th, 2008 @ 13:42pm 



I presume you arc going to mate this wealth of irtformarion avatfabio to the attorneys tor me tteJondarrtfst? it eeems that 
it wodd mak* the ca** open and shut... 

(reply to this comment) (dn* to mis comment) 

T \ . by LucreUoua * Doc 30th. 3003 ® t2:58pm 

I am embarrassed to say I actual* PAtO cash money to Workte.com back when I got my Brat PC in SQ for their shitty 
chat software thinking it woo going to be thts amazing (ntefactfve experience. They w#re dding high on internet startup 
few investment* and were promising fortunes to record compani« tor branded band Vorkfe" (they got M rosmitf> and 
bowfe to ttgnor, somehow) wWch wo«W create captive audioes for their products. Of course ft was a Joke The 
software was buggy garbage and ooon they toa op»t Ske n*uny uUw startups, hn amazed they sttl keep tha sfte ooina 
(atfiich, up until a few months ago hadn't boon updated in 8 year*). 

(reply to this comment} (9nK Jo this comment) 



t2, Ra: Mfke.,.are you helping? 

by Anonymous Coward - Dec 30th, 2C0B <g> 1:01pm 

Of course it must be noted that whOe fiie filing date is 1 1/2006, the relevant daie for t02fb) purposes is prior to 1 t/2005. 
not to mention thai il is the claim* mat define what has been invented and as to which the patent appBes, 

1 am atwaye intrigued by the technological oxportrao oxhfcftotf by many ot the poroons who frequent this site, tl only t 
have the ability as they apparently do of betng omnipotent and being abb to fmm«K&c©h/ cfoc«rn wh*t o a -go«r pat&rt 
and what is a tad* patent. 

One should never fet relevant facts get m the way ot making up hafoar mind. Otherwise they might aeruatty have to think, 
frepty to this comment) (tin* to this comment) 



t3. Re: Re: MIke.,.are you helping? 

by Urmle E. Holder - Dec 30th, 2008 <§) 1:08pm 

AC: 

Why would anyone tot something as minor as reading the claims get in the way of a btog post? 

R*gardkws ; f am a -put your money where your mouth ta* kind of guy. if there is evktenco mat a patent should never 
h* w H*«, «* lP< v* Af rvw » rt (hon na> fHo ft rt l ftW M,.«Bw on that ><, r *n rw» nm^rtv *v*bmt*rl Tho 

court caa# wHi 90 away tfce a bed dream, if :ho piiar art existed before the (Sinn date and if the prior art is relevant to the 
(reply to thts comment) (Bn* to this comment* 



t<. by ben - Oec 300*, 2008 @ 1 :12pm " " " 

This is disgusting. Have arty ot you gone to Worlds .com website? Their product sucks big time. No seen better graphics 
on the commodore 64. Just because their product a a flop, they want to hue these bcswTHeeoVig snake* GPC and steal 



from successful comparer, 
(reply to thte comment) (flnk to this comment) 



IS. by Anonymous Coward - Dec 30th. 2003 ®> 1 ;2ipm 
Prbrert Snow Crash, by Neat Stephenson, 
(reply to thts comment) {Sn* to this comment) 



id. Re: Re: Mike^^re you hstpfng? 
by Jason - Dec 30th, 2008 <@> 1 ;39pm 



Actually Coward. I beCeve you meant to oay "teehnfeal" expertise when you made your blanket fmuft toward the roadors 
of thfo btog, ' Technologic ar vxportteo refers to tech (you know, computers and junk); technical expertise rofcro to a 
r^r/ specific and usuaBy comphre topic that requires much study to roaster, such « pcSftnl tew. 
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You sound £ke a t&H. 

{reply to thra comment) (fmk lo this comment) 



17. Re: Re: Re: Mtke..^re you helping? 

by Anonymous Coward * Oec 30th, 2008 @ 2:S5pm 

Technological » oft on used interehengoabfy wto technical since both are generally recognfced as t»tng adjectives. I 
happen to wo tocftnotogteat whon taking about scientific and engineering issues. Technical many times o assumes a 
much larger group of issues , 

Btonket meuit ts tnaccureto in that my statement was qua&ffod by the modifww "many*, and based upon many common 
In thread* pertaining to patented subject matter involving arts such as »tectwik»oon9>utera/pharma/ote. it seems 
apparent that many who are making disparaging comments do noi have bacKgrounda in aclonce/engineering. and the 
»te. 

Just a guess, but your comment suggssts you are not one whose profession ts in either science or engineering, tf it was, 
I betiave you woirfd Ikety comment in a much different manner. These are not easy dscipSnes to master, and the many 
neunce* associated with what is and what is not relevant prior art would be readSy apparent. 

One thing to keep <n mind, you wBi never read any comment I make that says "this is a perfectly valid patenr, nor wa 
you ever hear read any comment to the contrary . Why? Because these issues depend upon reivant facts, virtually all of 
yfhfch are not contained in the articles and their (ink*, The most that can ever honesty be *aid is "i rfont know at thJs 
point in time, I need mom Information." 

(reply to trris comment) (Unk to this comment) 



by Lucre ttoua - Dec 30th, 2008 & 2:38pm 
the site is ectuafly updated (beleJve it or not). Youehoutd have seen it a few months ego. 
(reply to this commenp (pnk to mis comment) 



t9. by ben Dec 30th, 2008 @ 2:44pm 

OK guys, here* the skinny- |ve boon taking vrtth Wortds.com CEO Thomas Kindred, and ho turned me on to the fact 
that the 2000 patent is a continuation ot a 1995 patent that ori^naBy (and broacfiy) oi/ftnas the concept of a virtual world 
where ayatare can chat, yet not interact with each other or their environment. So guess what, they WtU. win judgement 
pertaining to in-game chat systems in a virtual work*, but if they try to go tor the getd (amire virtual worfds), it is my 
opfrtkm that since these games are signfflcantty different from sirnpfc "chats", thay will tose me term. 

(reply to this comment) (tink to this comment) 

20. Re: 

by Anonymous Coward - Dec 30th T 2008 @ 3X)6pm 

Thb Is a helpful post. Obviously other information win have to come to light before the matter can be resolved, bo 1 1 
commend you for talking to someone to try and get a "feef* for what is involved. 

(repty to trtfs comment) (Bnir. to mis comment) 

2v Actually... 

by Hogura > Dec 30th, 2003 <g> 329pm 

The patent the/re uamg to go after NCSoft ts number 7,181,690. Tms patent specificaBy restrains the number of avatars 
VKibfe to a particular user based on communications first restricted by the server, tnen further restricted by the clierrt. 
These restrictions are based on Point of View as well as distance parameters. 

The irang is, this is blatantly obvious to any serious developer lor WMORPGs or any other scalar 3D environment, What, 
weuW a good developer toois primarily on the avatars that are furthest away? Maybe developers would prefer a giant 
megaserver render every possible viewpoint into raw video format and stream it to every user? No, the solution provided 
in thb patent ta& under mo "btatantfy obvious 'category; perhaps not to a layman, but to anybody wfth any computer 
science and 30 programming background whatsoever. 

Further, thou patent doosrrt name any techniques for actually restricting this commutation. Hfetsno algortihms 
whatsoever. The,* b no engine depicted. Instead, ft lay* claim & a»>y «mi 0 tl pessibfe rmrthodologfes (or restricting, tms 
communication {and thereby censorvirtg, r>ot oniy bandwidth, but CPU and GPU loads as well, 

Sorry, mfc is a bad patent Mike is palantfy correct, ycull pJease excuse the pun, 

(repty to this comment) (Qnk to this comment) 



22, Re: Actually,.. 

by Anonymous Cowsrd - Owe SOtfi, 2COS Q :»«pro 

ft is usefcl to bear in mmd that the test for determining the patentability of this mverrtten fs whether or not ft. at the time ft 
was made, wcuW have boon obvious to a porco* havine ortflnary ckBI in tho art to wtwch fho Invontfan retaiaa. The " 
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relevant timeframe b determined by the patents earl test filing (tote, which in this instance ts November t£98. 

Way bo It was obvious in 1996. Maybe it was not. This is for a court to decide based 14)011 rote van! ovfcJenco provktod to »t 
by tho parties. 

(reply to trite comment) (tlnk to this comment) 

23. Plenty of prior art and obvious solutions 
by rtggs - Dec 30rh. 2008 <3> 5 :29pm 

After taking a read through on thio, it reaSy simply combines 2 concepts. A graphical virtual world, and the methods and 
concepts behind tho implementation ot interaction and chatting. By interaction, i do net moan with anything that is a MOB 
(mobito object for tho uninitiated), but with other cfients connected. To be quite honeot, t having trouble fining tho 
rnftovalive part tt relies on methods tor cnat transmission that worn in place LONG LOHQ before they ever filed for this. 
Look up IRC (Internal relay chat) ** you want. Most IRC server protocol did ail ot this. The only true difference, is the 
method Oi determining when to render and at what distances on the client side. 

Mow as far as prior art or obviousness, irs difficult to say. To me. berno, a programme/ Celnce 1990) a tot ol this stuff is 
pretty damn obvious (and to be frank, most of programming IS). If this patent was a continuation of something filed in 
1996, the onty thing close to prior art that I can think of off the tapof my head is Doom. Doom was a 
sinstapJayoEffnuJttpJayer 30 first-person shooter. Many ot tho concepts in that patent ere present In Doom, Limitations on 
saver and client ends for the number ol ciwma that could connect ancVcr be rendered, btako no mistake, ovon though 
there was no central se*w "form* as such, the computer that hosts tho game is techjitoUty & server. 

\ think this is a bad patent yes. tl fs a horrible patent, .but the vast majority of software patents ARE. Anyway , I wanna go 
finbh thb 5th, happy now year to everyone. 

Just my 2 cents 

(reply to this comment) fPnk to this comment) 



24. by Anonymous Coward - Deo 30th, 2008 © 9;0J pm 

Nothing sucks mora than a video that starts playing without me hating play. Did this happen to everyone or is it some sort 
of weird Ubunfu finux thmg? I like thai it started playing again when I hil comment. Blah, 

(reply tothte commont) (Unit to mis comment) 

25. Re: Re: Re: Re: Mike., .are you helping? 
by P&ul Stout - Dec 31 st, 2008 <§> 2 22 am 

Quote; 

Blanket irwuB is inaccurate in mat my statement was qualified by the modUier "many", and based upon many comments 
In threads pertaining to patented subject mailer invotvsng arts such as e! ectronics/con;puters/ph3 rma/eic. it seems 
apparent that many who are making disparaging comments do not have backgrounds in sderwe/engtneertng and the 
Wie. 



This is an argument tVe heard and soon used many times by those who want to dsparago thoso disagreeing with their 
lofty" Knowledge of whatever subject was being discussed, 

ft is, of course, a specious argument. irs used when the author wishes to tak down" to his audience, basically saying, 
see, *f*m smarter than you, so you should do as I say", 

StunJiy put, *a background in science'englneering and the like" is not necassary rec^iramant to write or speak inteSgertfy 
on the subject it hofpu, oi course, but afl thai is really required is a modicum of intelligence, some common sense, and 
the habit of toepmg abreast of events in those fokte. Experoanca acquired over ones Ufa time a bo comas into play. 

Nice try AC. but it dcesirt wash... 

And, fust so you know l*m not one ot those "Many* you refer to. my background is speoficaSy in EUxironcs Engineering 
and Computer Science, and well over 40 years ot experts nee fn those and related fields. 

(reply to this comment) (tin* to this comment) 

28. Re: 

by Paul Stout - Doe 31 at, 2009 <& 2:33am 
Nope, youfe not the only one. 

I wrote a "carp" about ft on tho OA A thread, ft was the wrong thread for it of course, but if you road my two posts about it 
ycu'Q s©o that (put the cart before tho horse. 

Hooefutty Mike mO make some necessary changes in future embedded videos that witl pravant them from starting 

automatically. 

(reply to this comment) (fink to this comment) 
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stop the shilling!!! 

by dJnnerbell - Doc 3i at. 2O0S @ 6:49am 

what constitutes 'ridicutous patent holders" or patents? How wcutd you know? Are you a patent attorney? Havo you over 
fifed or prosecuted a patent application? Wh&n you (earn something then tell us what youVe learned. When you've had 
on experience then toll us what youVe experienced. Short ct that, spare us the web payola. 

(reply to this comment) (link to this comment; 

28. Re: Re: Re: Re: Re: Mike... are you helping? 
by Anonymous Coward - Dec 3 1st, 2006 & 7:18am 

And. just so you know I'm net one vi thaws "Many" you refer to. my background is specifically in £!&c1for:k:s Enginoo/mg 
and Computer Science, and woti ovar 40 years of experience in those md rotated ftekts. 

In which earn* it its a!! the moro surprising you era speaking an tho bo ho 8 of the "many" who are quick to express opinions 
about ied>noSogicai arts in which they have no substantrvefrelevam experience, tt is one thing w express an opinion 
about what should or should not be embraced within the patent law (e.g.. software and business mot hods), which b an 
opinion regarding public poScy. ft is, however. quite another matter when one without any knowledge of specific 
engineering fields expounds on a matter that does require such knowledge. 




29. R©: Re: 

by Anonymous Coward • Doc 31 st. 2008 O 7;2iam 

Are you tafcing about the soundtracK that is playing in the background? 

(reply to this comment) (An* to this comment) 



30. by Perry Mason - Jan 1st. 2009 @ 2:29pm 

"Inside of here, we ate an anonymous being, and can conduct ourselves as such..." (From the video) This goes a very 
long ways towards explaining Mike's and several other fc&s's behavior here. Cf course Mike has my e-roaii address, so 
he cart yen at mo pvreonalry, but perhaps it is fnioresdng that some may have lost touch with roaSfy in minor or major 
ways. Does anyone here think the Wright brothers' patent should have been disallowed? fi only daimed the use of 
hinged aiierc-ns : but I am supposing that some here would maintain that wing warping anticipated their patent, so their 
nasty and greedy patent rights shcwW not have been a Cowed. Perry 

(reply to this comment) (fink to this comment) 

3t. by Fawnet - Jan 2nd, 2C09 <3> 6:02pm 

Interesting kerfuffle but fm reaBy writing to thank you for posting that video. God, a looks Ike ancient history, and it 
wasnl thai tony ago. Kind of tnppy. 

(tcpty to into comment) (Hn* to mis comment) 
32. Re: 

by Anonymous of Course - Jan 3rd, 2009 0 9:S9am 
MUO MUCK MOO... patent invalid, 
(reply to this comment) {Or* to this comment) 



33, by Robert • Jan 6th. 2009 @ 9:52pm 

To anyone with even a passing understanding ot the History of Game* and game systems ihese patents most obviously 
should never have been issued in the first place. 

The patent l£ed 1996 for example listed as US patent Scalable virtual world chat c&nt-eerver system is not just used in 
mmo games. Tho method here is used In any onBno game 

from w9tjpedta 

Although MMORPGs. ns defined today, hove onty existed atnee the eorty lQOOa.[*] al MMOFtPGo con trace o lineage 
bacK to tho earliest mufikfser games which started appearing in rho lato 1 970s. (4} Tho first of these was Mazowar, 
though more would soon be developed lor the PLATO system.fi 3} 1 234 saw a Roguelike (seml-graphfcal) muSS-user 
game. ceBed Islands of Kesmai-p 3] The Ufsi "truly" graphical mulo-user SPG was Neverwirrter Nights, which was 
deSvered through Am odea Online- in (991 and was personally championed by AOL Proskkmt Stevo Caso.{t 3) Other 
earfy proprietary graphical MMORPGs include three on The Siena Network: The Shadow of Yeerbius in 1992. The Fates 
of TvRnion in 1S93, and The Ruins of Cawdor (n 1995, 

Whon N9FNET ivniricztoni. woto f if tod in t 935. J ho lnt»m«t twas oponwd up to dovotopars, which c&rosttd fa/ the tlrst 

really 'massive' tides. The first succeed after this point was Meridian 59. which aiso featured first-person 3D graph}CS,[14] 
although The Realm Online appeared nearly cimuttaneousfy and may be credited with bringing the genre to a wider 
player -bcse.{1 3] Ultima Online, released in 1997. may be credited wrfth first popularizing the genr».(i3} 'hough Nexus: 
The Kingdom of thn Winds wan primarily wtponjuhfa* for rrtAtnslmam Attention throughout Asia which was mlaa<Mri in 



http://www.techdirt.com/articles/2008 1230/0128 173245.shtml 



1/9/2009 



3D Virtual Worlds Patented! Lawsuits Started... I Techdirt 



Page 7 of 7 



1996, about a yoar eartier than Ultima Onjino. It was EverOueet that brought MMORPGs 10 the mainstream in the West 
(13) 

So previous to 1 988 there whero many poor art examples that foaturod tho method discribod in 621 904&. 

Whats more all onfm* games mmo or not uco the system methods (n US patent 7,181.690 System and method for 
enabling, usors to interact in a virtual space can not realty be ceen as a cormnualton as it deals wah other functions 
namely basic REGUIREO server ei&nt architecture. 

There is a reason all ontkrto games follow the methods thoy rnontioned because the function or hardware and programing 
require them to. 

They invented nothing they just copied the *ork of others and are etiempiing to daim it as there own. 
('repfy to this comment) f8nk to this comment) 



34. Patents in 30 virtual worlds 

by Virtual worlds dimension - Jan 7th. 2009® 1:08pm 

The outcome erf this case will sure have an impact On how virtual worlds wi8 ovofra In tho future. However I dont see 
wofW3.com having a vary strong cose as technology have evolved sc much since their application was launched almost 
a doeado 090. 

(reply to this comment) (Unk to this comment* 
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Virtual worlds firm files IP suit on Christmas Eve 



by Angela Gunn 

December 29, 2008, 7:00 PM 

Woiids.com, which launched its first 3D avatar environment back in the mid-90s, has retained an 
intellectual property law firm and has filed patent infringement suits* Its first, against game developer 
NCsoft was filed on Christmas Eve* 



The company claims that NCsoft — the publisher of Lineage and City of Heroes - is infringing on two patents. 
The latest of the two, "System and method for enabling users to interact in a virtual space" ( US Patent 7 1 8 1 .690 ). 
was filed in August 2000 and awarded in February 2007. It describes a method for displaying other avatars and 
non-avatar objects (e.g., background items) to multiple users. 

The earlier patent, "Scalable virtual world chat client-server system" (US Pat ent 6,219,045), was filed in 
November 1996 and awarded in April 2001 . It describes how such a virtual world environment can be made 
scalable. 



In mid-December, Worlds.com retained the IP-law firm Werner David and. in announcing the choice, specifically 
mentioned the two patents as protected intellectual property. Werner David's especially well-known for their 
work on biotech patent cases, but tech folk may be amused to hear that the firm has sued IBM and won while 
representing Diebold (the parent company of the e-vodng machine maker), in a suit regarding ATM machines. 
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To make the litigation decision, Worldsxom worked with General Patent Corporation, the oldest (est. 1987) of 
the intellectual property management or (alternately) patent enforcement firms. Such firms usually first attempt to 
negotiate with companies that might be infringing on a client's patent. If this situation proceeds as have similar 
situations in the past, Worlds.com is likely to be pursuing licensing arrangements with a number of companies, 
perhaps larger firms such as Linden Labs (home of Second Life) or Blizzard Entertainment (home of World of 
Warcrafi), turning to litigation when talks fail 

Tracking the situation over at Yijtu^„V^ publisher Christopher Sherman agrees that Worlds.com 

probably didn't simply decide earlier in the month to ignite the lawyers. "I would imagine they've met with some 
resistance from some of the major companies and therefore have been planning a litigation strategy for some 
time. Just my hunch." 

Word from the licensing firm wouldn't seem to contradict that assessment. "The Worlds patents represent 
exceptionally valuable intellectual property," said Alexander Poltorak, GPCs chairman and CEO, in a press 
statement when the Lerner David retainer was announced, "We welcome liceasing inquiries from the online game 
industry." 

Worlds.com representatives weren't available for comment by our deadline. 

Add a Comment 

c 8 Comments 



Name E-mail 



Betanews reserves the right to remove any comment at any time for any reason. Please keep your responses 
appropriate and on topic. Foul language and personal attacks will not be tolerated. 

L "I^ost ^ouivpomment^ , 1 
cheapgold 

Jan 4, 2009 -9:41 PM 

In Maple Story, players will be able to create characters that will grow as they learn new skills and become 
stronger. There are four characters to choose from: Warriors, Bowmen, Magician, or Thief. These characters can 
be dressed in many different and colorful outfits. Personalizing characters is one of the goals of Maple Story. 
Once a character has been created, they will learn skills that will help them when they reach Victoria Island; 

htt p://ww w. chei ip -in s me sos.com 
hjtp;fe 

http;//vvww. a l 1 gametrade. com 
Score: 0 
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Ppstjteplv 
joltdude 

Dec 3 1 , 2008 - 8:10 PM edited 

Nice to see these people are a buncha patent trolls.. I used their product years ago and it was just awfiil.. So they 
waited for someone to do it better to snap the lawyers out.. Really think its time for patent reform., if you don't 
use it or even attempt to keep it current you lose it — I love how they just threw up a update to it recently to make 
it appear is if its a current IP theft. Worlds is as bad as SCO in the patent-trolling wading pool.. Tend to agree 
with the others. I hope they get clobbered on Prior-Art 

Score: 0 




Post Reply 
PCJTool 

Dec 30, 2008 - 9:57 AM edited 

The latest of the two, "System and method for enabling users to interact bt a virtual space " ( US Patent 
7, 181, 690), was filed in August 2000 

Ultima Online was ^released* in September of 1997. 

EverQuest, I believe, was released in March of 1999. 

Based on the information in the article (didn't follow the links to the actual patents), they have nothing. 
Why can't we sue these idiots for wasting taxpayer money and the courts time? 



Score: 0 




Post Reply 
ingram09J 

Dec 30, 2008 - 2:02 PM 

Exactly. This is nuts the kinds of tilings people sue for anymore. I mean give me a break. So they think they 
thought up the concept of a virtual world? IDTS; That's been in Novels for ages. Long before some of those idiots 
were even born was that concept thought of. 

Whats next a Chemical bonding company patenting air? Take a breath and you are in violation of copyright. .. 
That's how ridiculous this feels. 



Score: 0 




Post Reply 
PC-Toof 

Dec 30, 2008 - 2:48 PM 

Hell, "The Lawnmower Man" came out in 1994,... 
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These guys are really bad at fishing.. 
Score: 0 



Pom Reply 
brynna 

Dec 31, 2008 - 6:15 AM 
Even better, "Tron" - 1982. 
Score: 0 



ruemere 

Dec 30, 2008 - 6:26 AM 

Two words: prior art. 
Examples: MUDs, Crossfire. 

Regards, 
Ruemere 

Score: 0 



Po^iJfeply 
Scary Guy 

Dec 30, 2008 - 5:07 AM 

Wow, I haven't heard ANY news about worlds since MediaOne was pimping them when they were still around. I 
checked it out and thought "hey, that's neat you can chat like in cybertown.com" 

Then f checked it years later and saw they made no improvements to the system using the same now outdated 
graphics. If they actually do something rather than just sue others to generate revenue that would be cool. 

Score: 0 



PosLRepiy 

Wind ows 7. Windows Se rve r 2008 R2 betas go live 

n 

This morning, the first beta build of Windows 7 for online release went live... 
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Palm's past is Pre-Sogue for a buzzworthy phone 

It's a phone. It's a phone that didn't even arrive on Earth shooting out of... 

Samsun g : We had questions , they had answers 

A roundtable panel on Thursday afternoon at CES was one of the show's briefer... 

Liv e fr o m the Blu-ray press conference 

Last year, the Blu-ray press conference was all about how the format was... 

RIM rolls out a thinner Curve smartphone 
■ 

At CES f RIM is introducing a smartphone touted as the thinnest full-QWERTY... 

Yahoo leverages TV widgets in rebound attempt 



Yahoo is trying to bounce back from its financial woes with the announcement... 

Panasonic's latest Blu - ra y pl a y er is a ta g -alon g 



Panasonic announced what it said was the first portable Blu-ray Disc player,... 

Sony's new DSC-G3 Wi-Fi camera includes... a Web 
browser 



Left out of its press event yesterday, Sony today launched a new Wi-Fi... 
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C asio debuts its Greenscreen-ish 'Dynamic Photo* 

For the last decade, Casio Computer has kept a sharp focus (no pun intended)... 

A glimpse at a new desktop Google Android device 

Touch Revolution, a year-old California company that specializes in custom... 

HTC un ve i l s Windows pho n e s for T-Mobile and 
unlo cked u se 



At CES today, HTC is announcing another mobile phone for T-Mobile's US... 

Toshiba starts integrating DVD into small-screen 
displays 

BP 

Want to watch a movie in bed? Cooking programs in the kitchen? Pilates videos... 

One smartphone st a nds out 

• Palm's past is Pre-logu e for a buzzworthy phone 

• Skvpe launches on Android. Java-cap able mobile p hone s 

• SlingPlayer Mobile beta now available on BlackBerry handsets 

Sony 

• Sony' s new PSC-G3 W i-F i camera includes... a Web b rowse r 

• Sony expands th e IPTV connection for it s latest Bravias 

• L ive from Sony's Th urs day keynote 

• S(?ny hjntg. of more details today on 3-D. portable PCs, PLED TVs 

B ar g ain-basement Blu-ra y 

• Samsung shows slimmer LED TVs, slimmer Blu-rav console 

• S200 Blu-ray price point no w matched b y Vizio 
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• LG unleash es its annual flood of an nounce ments 

• M emo rex Blu-ray tests the $200 price point 

The notebook PC is kin g 

• DelFs new Studio XPS ...laptops get aluminum accents, leather 

• Gateway's.. M 

• U?noyo^ 

• New HP Pavilion notebooks go for style, go wit h AMD 

How green is your CE? 

• CES Countdown #3: Can environmentally sensitive technology pay off this year? 

• First 

• GQing.gm^ 

• B>>^ JLLlinpvM 

Liv e comm ent a r y f r om CES 2009 eve nts 

• Live from t h e Blu-ray press conference 

• F^lm tQj>att|ier.wi 

• Ballmer; Windows :..Liye..to..integrate...with...Fa.ce.boQk, new Win? beta 

• Live from Sony's (first) CES 20 0 9 press ev ent 

IPTV i n y ou r HDT V 

• SlingGuidc beta to offer W eb- based control and viewing (>f fcho 

• Sony expands the IPTV connection for its latest Bravias 

• Macr o vision's appeal for CE mak ers to stop byp assi ng the IPG 

• Vizio adds IPTV connectivity to its HDT V iine 

Netbooks take center stage 

• Int el turns C lassmate PC into a convertible tablet for students 

• Dell claims design le a dership with Adamo 

• ViewSonic . brand adorns a new nethook 

• Tiny netbooks, simple video set Sony sailing through CES 

Site Links 
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[01.09.09] No consoles will debut 
2009, right? Not so. Brazilian 
manufacturer Tectoy, will launch an 
entirely original product called 
Zee bo In emerging markets, 
featuring games like FIFA, Tekken and Quake and 
using 3G wireless game distribution. Gemasutra 
sits down with Zeebo's U.S. CEO John Rizzo to 
learn more... 

ZQ09? Nintendo DS (01.09.09] 

Continuing Gam a su era's look at the 
most interesting 2009-due titles for 
I each platform, we examine the 
I Nintendo OS's most-awaited games, 
from first-party retail powerhouses 
like Pokemon Platinum to Intriguing puzzle hybrids 
like Henry Hatswotth and Gatectrix. 

[01.09.09] A new survey of 2008 
secondhand game resale trends 
reveals that Nintendo and 
Sethesda-published titles have the 
biggest resale value, whereas 
games on the Sega, Brash, Sierra labels resell for 
the least, on average -- chart within. 

[Mors News] [Search News] 





©Industry News 




December 30, 2008 

Infringem ent Su it 

Virtual world company WorIds.com filed 
suit against City Of Heroes publisher 
NCsoft on Christmas Eve> claiming 
infringement on its MMO technology 
patent. 

The main patent referenced in the suit is 
a "System and Method for Enabling 
Users to Interact in a Virtual Space/ 

According to the lawsuit, eijMrjsdJjy 
the Virtual Worlds News website, 
Worlds.com alleges that NCsofVs online 
games f including Dungeon Runners, City 
of Heroes/VHtains and Lineage U, among 
others, are in violation. 

Earlier this month, Worlds.com, which launched In 1994, referenced its 
holding of patents for two technologies common in virtual worlds and 
MMOs: scalable chat and user interaction in a virtual space. 

As MMO site Massively f^c^eclii.t^JsUiDie, this theoretically gives 
Worlds.com enforcement power over just about any online game that lets 
users talk and interact in a game world — and the ability to collect financial 
damages. 

Massively'* report noted that Worlds.conYs interaction patent was filed in 
— after the launch of other games such as Habitat or Ultima Online, 
which appear to include some reasonably similar features. 

The complaint, filed in NCsoft* s home ground of the Eastern District of 
Texas, seeks a permanent injunction against NCSoft operating games 
covered under the patent, plus damages for the aBeged Infringement, "In 
no event less than e reasonable royalty", as well as lawyers' fees. 

Worlds. corn's second patent, unreferenced in this particular tegal claim, is 
'Scalable virtual world chat client -server system*, which was filed In 1996 
and granted in 2001. 

POSTED: 01.38PM PST, 12/30/08 - Leigh Alexander •■- UNK, 



Comments 

Alan Rimkeit 

"cough* Patent Troll 'cough*.. 




29 D«C 2008 at 5:19 pm PST 



Roberto Alfonso 



29 Dee 2008 at 6:43 pm PST 



Actually, they have apparently been using their own patents developing works 
around them. Patent trolls are usually those who try to enforce patents (many of 
which they have never developed) through lawsuits, never using them for actual 
technology advancement (which is the base of the patent system). The question is 
whether they will hit World of Wartraft and Guild Wars. 

Of course, prior art may go back to MUD games, especJairy moos where you are 
able to manipulate objects to build your own rooms (since 1 am a professional 
programmer, I cannot read patents other than the ones 1 or the company I work 
for filed... so MUD/MOO may not even fit as prior art). 
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Daniel Fertise 



29 Oec 2008 at 10:29 pm PST 



[Ol.O9.09] In the first of a 
new Gamasutra series, 
Log u id tee and Barton 
present o detailed history of 
Pong, the video game that 
jumpstarted the entire business, 
innovations it inspired. 




and some of the . 




Insomniac programmer 
Nathan Fouts created one j 
of the standout Xbox Live ■ 
Community Games in 20 ! 
side -scrolling shooter 
Wttapan Of Chokx*, and expiain* how in this j 
Gamasutra postmortem. 

►SajmjaJke^ I 
tin* AmM**2QQ$ 
[01.07.09] The editors of 
Gamasutra sister I 
publication Game Developer | 
magazine present the full 
2008 Front Line Awards, 
with industry notables 

ranking and discussing this year's best game tools. 
[Vtew All Features] 




Umm... What? This cannot be serious? This strikes me as silly on the level of 
rappers trying to copyright words. 



Teri Thorn 



30 Dec 2008 at 1:41 am PST 



It won't stick.. The patent is too loosely written without enough research done on 
the people they are trying to sue. .and that's just a tiny bit of what's wrong with 
this. Ifs a joke. 

They'll only lose money. Ridiculous. 



Austin Wansmith 



30 Dec 2008 at 2:08 am PST 



What about FPS games where you can send text messages during a match? 
Hasn't that been a standard in every game? 

Guild Wars •$ published by IK soft, so they are already being hit, Roberto. They 
may file suit over Blizzard; unless there is some specific technology in the 
software that MCsoft uses. 

Ultimately, very lame. I am reminded of a previous Gamasutra article 
ftrjp:/7www.c^ri»a rtra^ 

&03fflLjfliL.4ttm 



Chris Edge-Alexander 30 Dec 2008 « 2:13 cm PST 

Just to highlight another factor for discussion, these are US Patents. 



Carl Chavez 



30 Dec 2008 at 4:36 am PST 



Gotta love the diagram on page .3. I've heard of "patent pending", but the idea of 
patent penguins is quite innovative. 

On a more serious note, there is too much prior art for the suit to have any 
chance. Even something like the old VR game "Dactyl Nightmare* precedes the 
date of filing of the interaction patent's document by almost e decade and can be 
described by all of its twenty points. 



Ephriam Knight 30 Oec 2008 atS!49amPST 

! Chris, 

' NCSoft provides products and services to the US and can therefore be targeted. 

If this company wins here, they hove the possibility of shutting down Blizzard and 
i Sony as welt as dozens of smafler shops and prevent any external studio from 
releasing their MMO in the US. 

j It most likely won't come to that and most of the larger companies may end up 
settling and providing royalties to this company. 

j Personally, 1 want to see them fat} hard. 



LFOZ 30 Dec 2008 at 6:37 am PST 

What a frigging joke this patent rs. This patent covers the exact same technology 
that we have seen in use since as early as 1992 with 2. 50 and 3D games that 
also used a client/server. Worse yet there is really nothing in this patent that 
could not be applied against todays no n- MMO games since its broad based 
methods are still in use in every deint/server based muiti player game on the 
market today. 

Cmon guys let's find the prior art and give these patent trolls what they deserve! 

I cannot wait to see muttlplayer 2.SD and 30 games from as early as 1992 being 
used to invalidate this patent. 



Chris Edge-Alexander 30 Dec 2008 at 8:22 am PST 

! ©Ephriam 

j Completely agree with your sentiments end I too hope they fail hard. 

Consider a company based in Europe or Asia pioviding a globally accessible MMO 
1 online. If the servers are not based in the US (or elsewhere under US 
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jurisdiction), they are unaffected by this patent 



Adam Bishop 



3d Dec 20CS at 8:26 am PST 



Even if it isn't "patent trolling", this is still a blatant misuse of the concept of a 
patent. A patent should be used for a genuinely new and creative piece of 
technology; the telephone and the lightbulb come to mmd as examples. When the 
concept of patents was created, no one had any idea what technology would be 
tike today, and I can't imagine they would actually have wanted such simple 
processes as Amazon's 1-CJick or 'user interaction in a virtual space". Neither of 
those things are inventions, they're ideas, and that's not the same thing at all. 
Patenting a piece of technology is perfectly acceptable. Patenting a way to *use* 
a piece of technology is not. 



Stephen Panagiotis 



30 Dqc 2008 *t 0:54 em PST 



User Interaction In a Virtual Space. ..wouldn't that cover every chat room, IM 
application, MMO, standard multiplayer, everywhere? I smelt a problem with 
this... 

Unless lace someone said above, NCSoft is using a SPECIFIC technology that 
worlds. Com has already created for use. Thats the only thing which could hold 
and validity. 

Thats like someone saying mc Dona Ids, Burger King and even/ fast food rest u rant 
are infringing on my patent to "consume liquids through an exterior process" (The 
Straw). Quick someone set me up with a lawyer! 



Roberto Alfonso 30 Dec 200S at 9:09 am PST 

Aha, thank you Austin, forgot NCsoft was the one developing Guild Wars. 



A^triJterjx 



30 Dec ZOOS at 9: SD am PST 



It would be nice if the company suing had to repay afl legal fees when they get 
denied in court. 



Gregory Austin 



30 Dec 2C08 ct 10:03 am PST 



It seems to me that they're going after NCsoft because they're struggling end 
might not be able to afford a court case. 

White if they went after Sony or Blizzard they'd get crushed. 



LKlng 



30 Dae 2008 at 10:26 am PST 



They're going after NcSoft because it's a Korean company that will be in a 
plain tiff- friendly East Texas courtroom. They assume a jury won't be as 
sympathetic to a non -American. They think NcSoft is the easiest first target. If 
they prevail, the bigger guys like Blizzard face a precedent. 

Man, NcSoft just keeps taking hits. First they get mugged by the Gerriott boys 
with Tabula Rasa, and now they're gonna get robbed by bloodthirsty patent-troll 
lawyers. 



Car! Chavez 



30 D«c 2008 at 11:22 am PST 



@t Foz, Stephen: no, the patent Is specific about user interaction In a 30 virtual 
space using a client/server model. Text-based and 2D~based virtual spaces are 
not covered. So, the way I understand it, 3D games like "Air Warrior" (1986), 
"Battletech* (1990), or "Meridian S9" (1995) would count, but muttiplayer games 
fike "NetTrek" (2D), "Ultima Online" (2.SD) or. "Tradewars" (text-based BBS) 
would not. 



Damien Foletto 



30 Dec 2008 at U*.C7 am PST 



rm going to patent verbal communication using the human mouth, lungs and 
vocal chords as a delivery system, then I'm going to sue every human who utters 
a word I 



BiilXeusten 



30 Dec 2008 « 12: S7 pm PST 



what nonsense. I was product manager for COMMUNICATION and 
ENETRTAINMENT products at CompuServe from 1979-198S. The earnest inventor 
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of Chat was CompuServe (1982), with one my my products, called, "CB 
Simulator." 

And when it comes to •Virtual worlds/. I created the first commercial MMO, 
MegaWers, in 1982, while at CompuServe and went on to create GErwe for which ^ 
at least two-dozen more MMOs, many of which were graphical, 30 •virtual spaces 
were offered commercially from both interna* and third -party developers. 

Beyond that, the practice of user interaction in a virtual 3D space existed well 
before this -purported" patent. The first graphical front-end, 30, virtual world wttn 
chat was Air Warrior in 1986. In addition, the principles of user- perspective views 
of virtual worlds was well-known at least 15 years before their patent filing. GEn*e 
had graphical MMOs and CHAT products for the Apple Macintosh (A-MAZE-ING, 
1988), IBM {Stellar Emporer, Air Warrior, BattteTech, RS Cards, and CHAT games, 
among others as early as 1986). Other ISPs such as OeJphi, AOt, US VSdeotel, and 
more had graphical MMOs from Kesmai Corp (now owned by EA). 

Any lawyers out there that need an expert witness and prior art on this Issue, 
contact me. 



S^eJB*s& 30 o«»08*i:i7 pm pst 

It is absolutely CATASTROPHIC. 

In the past, IVe been fairly open to the app&catran of patents, and still believe 
that behind this hell of a mess, there were good intentions, but there it has gone 
too far. 

Have you read the descriptions? 

They are all encompassing and as damning vague as they can be some times. 

Worse, what about all those other patents (links you can find following the former 
link presented at the top of this article): 

4414621 Interactive visual communications system Nov 8, 1983 
4441162 Local network interface with control processor & DMA controller for 
coupling data processing stations to common serial communications medium Apr 
3 1984 

4493021 Multicomputer communication system Jan 8, 1985 
4S03499 Controlled workflow system Mar 1985 
4551720 Packet switching system Nov 5, 198S 
46S4483 Electronic conference system Mar 31, 1987 

4686698 Workstation for interfacing with a video conferencing network Aug 1 1> 
1987 

471800S Distributed control of alias name usage in networks Jan 5, 1988 
4768150 Application program interface to networking functions Aug 30, 1988 
4777595 Apparatus for transferring blocks of information from one node to a 
second node in a computer network Oct 11, 1988 

4780821 Method for multiple programs management within a network having a 
server computer and a plurality of remote computers Oct 25, 1988 
4796293 Enhanced dedicated teleconferencing system Jan 3, 1969 
4814984 Computer network system with contention mode for selecting master 
Mar 21, 1989 

4825354 Method of file access in a distributed processing computer network Apr 
25; 1989 

4887204 System and method for accessing remote files in a distributed 
networking environment Dec 12, 1989 

4897781 System and method for using cached data at a local node after re- 
opening a file at a remote node in a distributed networking environment Jan 30, 
1990 

4937784 Distributed interactive processing method in complex system including 
plural work stations and plural host computers and apparatus using the same Jun 
26, 1990 

4939509 Oata conferencing arrangement for stations having keyboards and 
displays, using a keyboard buffer and a screen buffer Jul 3, 1990 
4949248 System for shared remote access of multiple application programs 
executing in one or more computers Aug 14, 1950 

4949254 Method to manage concurrent execution of a distributed application 
program by a host computer and a large plurality of intelligent work stations on 
an SNA network Aug 14, 1990 

5008853 Representation of collaborative mutti-user activities relative to shared 
structured data objects in a networked workstation environment Apr 16, 1091 

Take the one featured in the article, plus these above, and you're pretty much 
covering the entirety of the "cyber" media spectrum, from muttipiayer games (not 
even MMOs people, took at the claims) to community websites to TeemSpeak to 
methods for data processing when it merely comes to protocols and what else, 
etc. 

Freaking nuts! 



Teri Thorn 30 D«c 2008 at 1:35 pm PS7 

hi 5's Oamien Foietto awesome 



KfiJdoJKMdfis 30 oec 2008 at 2:53 pm pst 
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This may explain why they are taking this stance: 



And here's the Itst of people you can thank: 




Bill louden 50 Dec 2008 « 4:30 pm PST 



Stone, 

You are correct. They ere claiming everything. In my experience, this is typical of 
this type of ploy. First, they are ptyfng on the ignorance of the US Patent Office 
clerics to understand the concepts of "cyberspace." Second, they (the US Patent 
office and perhaps the company, worlds.com, itself) have not studied the history 
of online to know that these sorts of "technologies" have been known by those 
knowledgeable of the Online technology evolution, of Internet end X.25 
networking, or from mainframe to client-server computing platforms. 

Look at Kevin's finks to the Bulletin Board company.. .look at their reported 
revenues In 2007 and 2008 ($0); My wife's hobby / e-bay 'store' has done more 
revenue than they have. 

Tve consulted for several firms In defense of such frivolous lawsuits and patent 
daims in the past. In most cases, the respective patents are revoked; butnot 
without considerable time and expense by the defending companies and the 
gamer community. 



Aaron Casil'as *> °* c 2008 * 7:09 pm WT 

Great list Stone* Yup sounds like someone took advantage of a misunderstood 
tech.. .some of these could be attributed to Xerox or IBM as well....! mean is 
someone going to claim the w WAS0" keyboard mapping as well? 



Sutthipong Kuruhongsa 30 Oec 2008 at 7:22 pm PST 

This highlight an important fact that the patents system is broken and been taken 
advantage by the ugly lawyer and wanna -get -rich-quick bastard which doesnt 
added any value what so ever to the Innovative process of innovation 
development. 



Mike Shiratti 30 Dec 2003 at 8: 1 3 pm PST 

This is e complete joke, but still not a good thing for NCsoft at all. They need to 
get guild wars 2 out before they have the money to deal with this kind of thing 



Ken Nakai 30 Oec 2008 atd:26 pm PST 

I wish them a lot of luck...SCO tried this (with a flimsy case but still tried it) and 
the company is now worthless and virtually bankrupt. I'd love to see them go 
after Bfozard with the same patents (if they're selective about who they sua m 
throw doubts on the enforceability of their patents... some of the people can't be 
right and others wrong), I think Blizzard can hold out for guile a while... as this 
idiot company runs out of money and drives itself into the ground. 

I think, it's high time the patent system was looked at . it no longer serves the 
purpose its founders had set for it. Now, ifs an excuse to milk other people for 
their ingenuity (please don't tell me this ridiculously obscure company really 
invented this stuff... they saw what was coming and took advantage of the fact 
that most game companies at the time were still green when it came to 
pa tents... these types are the types of companies that need to be shut down for 
being 100% useless... 



RD^CHSsenSfiri Dec 2008 at 9:0S am PST 

If 1 where the judge I would toss thjs patent out the door for three main reason: 

1. It has been too many years since the patent was approved and they acted on 
infringement. 

2. The patents had been in use for some time by others before the patent 
approval, although this may be faulted to the patent office, at me time of me 
approval of the patent there was several prior arts. 

3. If the patent claims are accepted, the damages to companies and consumers 
would be far too great as these and related patents are in too widespread, use by 
now and should be considered public domain instead. 
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Ram Firestone 31 Oec 2008 at U: 02 em PST 

I believe Meridian 59 was released for sale in September of 1996 before these 
guys filed their first patent in November of 1996. If nothing efse that should 
constitute prior art since there were specifically talking about 3D space in their 
patent. 



Heather Decker 31 Oec 2008 at u :«5 em PST 

I think the growing theme in America would be, It the ship is sinking, sue 
someone else!" From what I'm seeing here, suing/patent trofling apparently takes 
(ess energy than coming up with original ideas to patent or developing any type of 
useful technology. Just hire yourself a rabid lawyer and away you go! 
Obviously our patent system is hideously flawed If U.S. businesses can make 
rhftfte sorts of ctai'mc. No on« should be abfe to sit armmrt trying to patent general 
internet protocols in use by the entire world. Nor should you be able to sue a 
company right now for something that was actually developed by someone else 
decades ago. Obviously our system needs a revamp to cut the crap. This is an 
embarrassment I 

Also, I wholeheartedly agree with most all the points you guys are bringing up. 
If s extremely lame that NC Soft is being singled out when there are countless 
other games that use the "patented technology* that's being fingered here. 
Clearly this company is choosing their battles, hoping that a company facing 3 bit 
of turmoil right now, founded by non-US. citizens, will be trumped by their alt- 
American Texas court setting. And we wonder why the rest of the world scorns at 
us? 



Lawrence DooJittfe 31 Oec 2008 at 3 :32 pm PST 

t*d imagine it'd be In Sony, Blizzard,, Mythic and even Bioware's best Interest to 
help ncsoft out here (if they even need it, they aren't THAT bad off, are they?) so 
as to prevent a precedent from being set. 

Because somewhere, somehow, you just know some other patent troll has 
patented something that is used in either WoW. Everquest It, WAR, or the 
upcoming Blow are mmo. If NCsoft loses, I can almost guarantee another case like 
this in the next couple of years, 



John bonachon 6 Jan 2009 at 10:20 em PST 

1) To infrtngment a patent you must follow step by step the patent, so it is pretty 
easy to void a patent, changing one (or more) part of the patent, for example if I 
patent "two penguins in a room are able chat", then i haven't right over "two 
canary m 3 room are able to chat". 

2) Misuse, generic usage, or unfair use of the patent, you can be grant of the 
patent "3d representation in a 2d surface* (in fact it was granted) BUT you cant 
obtain royalties from such patent, hence this patent Is as good as toilet paper. 
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Comments (1 91 Email to a friend Stu; 



if valid, /Wortds.corrts patent would precede even Ultima Online an a open ail 



MMO publis hers to lay 



This is ^i! little late and that admittedly owes a lot td the extended Christmas holiday, but MMO publisher NCSoft is being sued for patent 
infringement bv Woriris.com, a virtual world platform. 

The lawsuit is based around a patent that was filed way back in 2000 for a suitably vague 'system and method for enabling users to 
interact in a virtual space". The wording of the patent means that it could pretty much apply to any MMO or online world m existence. 

The lawsuit itself was filed against the NCSoft Texas offices on Christmas Eve and targets all of the publishers previous games, which 
isn't a small number. The Korean-based NCSoft has been behind pretty much every decent non-Blizzard MMO out there, whether it be 
Lineage or City of Heroes. The company also published Richard Garriott's Tabula Rasa, though that didn't do so well. 

http://www.btt-tech.ne^ 



http://ww.biMech.ne^^ ^ ^ v CM . 

Interestingly however the patent owned by Wortds.com, which could also be used to sue Blizzard or Sony Online Entertainment, was 
filed only after some of the first MMOs, such as Everquest, were published. 

Stephen Roth lead attorney for Worlds.com, disputes this issue however by saying that the patent was first filed back in 1995. If true 
then that would mean that Worids.com does indeed own a pretty valid patent on the MMO model - one which predates even Ultima 
Online. 

NCSoft has said that it will vigorously defend itself from these claims, but if the patent is as valid as it lodes then it may not make much 
of a difference. 

Is this a valid claim from Worids.com or is the legal system just being further abused by money-hungry shareholders? Let us know what 
you think in the forums. 
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^Comments (19) 

■■ ^ArKanrais 6th January 2009, 1 1 :24 

abuse, why donl they sue the whole internets while they're at it. from the abstract, it seems that every site that lets you communicate 
with others violates the patent (I'm too lazy to go reading the whole patent draft for exactly what it's after) 
r yparkedoe 6th January 2009, 1 1 ;24 

Claims, screwed up the Lawsuit application and is basically patent trolling... blatantly the legal/patent system being further abused by 
money-hungry shareholders. 

Main patent applied for in 2000. NCsoft released Lineage in 1998 (in Korea, announced 1997). FAILS. 

Secondary patent is 1995, before Lineage release or announcement, before any MMO really not just NCsoft produced HOWEVER - not 
exploited by company so claim will fail. Not mentioning there is prior art in countless MUDS. 

It's badly times and a rubbish attempt - will fail and be forgotten in a couple of months. Even if the facts IVe already stated are ignored 
by a dumb US Judge, ail other MMO companies will run in and make sure this fails as they would be affected by the terrible incorrect 
precedent that it sets. 
: r* *proxess 6th January 2009, 1 1 :43 

You can all stick your intellect patents up the rear. This is just getting too stupid. Ultima Online beta dates to 1 995 so the intellect was 
there already. 

N*fch2 6th January 2009, 1 1 :45 
httDy/knol.QOQQle.ccrtTi/k/o^^ 

Worlds Chat was the very first three-dimensional avatar world to become widely available on the Internet It worked so well that it 
http://www.bit-tech.net/ra^ 



hup://www.bit-tech.net/news^ 

inspired a whole generation of 3 dimensional worlds, starting in April 1995. 
1994 

Ron Britvich joined KAW. He worthed on the AlphaWortd (renamed Active Worlds) project inside KAW t along with the "official" product 
Worlds Chat. KAW was renamed as Worlds Ina Lynne Ann and Danny Viescas joined Worlds Inc. as avatar and object makers, David 
Leahy was the Integrator and Producer for Worlds 1 994 - 1 997. He developed Cyber Oz City (the first 3D commmercial space). David 
Tolley, the composer and sound effect maker (based in San Francisco, California) worked for Worlds .Inc from 1995 -1997. He was a 
staff composer for this mufti-media firm, writing music for their 3D virtual reality programs "Worlds Chat," "AlphaWorid," and "Nishho- 
Toppan". He also composed for Starbright (the company's joint venture with Steven Spielberg). 

NOVEMBER 1 995 Patent No. 747420 filed 

US Patent 6219045 - Scalable virtual world chat client-server system 

: ¥liratheal 6th January 2009 t 11:53 

Hahahhahaha 

Oh god. Patent trolls. 

They make my day. 

That said, this seems like it has some grounding, although it is so abstract it hurts. 
^Silver51 6th January 2009, 12:1 1 

Are they starting with NCSoft and working their way up to Blizzard, or will the lawsuits only surface when they're running low on cash? 

Its patent trolling like this that slows our progression as a whole. 

^airchie 6th January 2009, 1 3:1 5 

What a pile of toss. 

I hate this patent-trolling nonsense.,. 

S ^Veles 6th January 2009, 13:53 

Urgh 

Hey I just remembered, I patented the FPS 
Mjlliput Kino 6th January 2009, 13:54 

Cm a little confused here. Wouldnl the patent mentioned in this article: 

"system and method for enabling users to interact in a virtual space 9 

cover things like the LAN mode in Doom? Arid that was 1 993. 
^Veles 6th January 2009, 1 3:58 

Actually it will cover any game, unless there's more to the patent than that statement which I expect their is. 

It doesn't actually say who/what the users are interacting with, so it's basically people interacting with something in a virtual space, yep, 
they've patented the computer game. 
Vproxess 6th January 2009, 15:08 
TheyVe patented the whole concept of computers I Way to go! 
§* feurechial 6th January 2009, 1 6:04 

Funny how they go for NCSoft but they havent the balls to take on Activision Blizzard. 

Worlds.com = Leeroy Jenkins 
MMOs = Drakes 

I predict a fail. 

^iPEait 6th January 2009, 1 6:06 

Bunch of low life US numskullz !!! Thas equivalent to patenting how we interact anywere in the world. 

Ail they do in the US is sue this sue that H! How about sueing me for breathing III 7 
Then costs go up for everything 3D wise. . . Money hungry turds. They have no life HI 

Time for some hate mail to 

ThonK&worlds.com 

^Telre 6th January 2009, 1 6:52 

Screw this guys, I just patented music. I'm so suing Beethoven for 220 years back damages. 
http://ww.bit-tech.net/news/2009/01/06/ncsoft-5;ued-by- worlds-com/1 



http://www.bit-tech.net/news/200W^ 
^Liliiput Kino 6th January 2009, 18:00 
Quote: 

Originally Posted by Vefes 

Actually it will cover any game, unless there's more to the patent than that statement which I expect their is. 

It doesn't actually say who/what the users are interacting with, so it's basically people interacting with something in a virtual space, yep, 
theyVe patented the computer game. 

I wouldn't say that. Interact really implies things acting with eachother, so users "interacting" would be users doing stuff with other 
users. Point remains they hardly did that first. 

But as you say there is probably a great deal more to it as there usually is with legal documents. 
§# *LordPvrinc 7th January 2009, 01 :39 

The intent of the patent system has been corrupted. A system that was once meant to protect actual inventions and technology has 
now become a place where trolls can patent ideas with no concern tor proving the idea or whether or not the idea has already been 
implemented by others. The system as it is damn near worthless. These lawsuits are ridiculous and make only the lawyers richer in the 
long run. At minimum an entity applying for a patent should have proof that they have implemented the technology and have intent to 
market with 3 years. If they do not market the technology with in 3 years, they shouid lose the patent. This would slay many a troll, 
^hehippoz 7th January 2009, 02:51 . 
lol I loved lineage 2.. I dunno how many people I pk'd and roid raged in those servers.. I doubt they have a patent on people losing 2 
days of 'work* grinding online when my phantom ranger confused a boss onto thier character and they'd drop a piece of thier inventory 
and tons of xp (like this one guy remember dropped his 5 mill adena blue wolf helmet).. Ill take that! 

not to mention having to hide in a obscure part of the server and grind while a whole alliance is out looking for you «] ncsoft made the 
best mmo there imo„ It was hardcore- not like the pssy mmos all the dingles play nowdays.. don't even get me started on runescape.. 
oh the humanity of making a warrior with full rune and dragon drop it all in the high woods »] real men's (or geeks) games 

worid.com.. Vm sorry but I haven't heard of them- 1 remember mmo's around 95 though like virtual worlds., they were'nt in quite what he 
had after that., maybe they have a claim 
^docodine 7th January 2009, 04:53 
Quote: 

Originally Posted by Uifiput King 

I'm a little confused here. Wouldn't the patent mentioned in this article: 



"system and method for enabling users to interact in a virtual space* 



cover things like the LAN mode in Doom? And that was 1993. 

MIDI Maze has Doom by six years. 
- ; ¥wJyolio 7th January 2009, 05:48 

internet forums and chat rooms are "systems and methods for enabling users to interact in a virtual space* 
Log in 

You are not logged in, please login with your forum account below. If you dont already have an account please register to start 
contributing. 
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#1 



NCSoft sued by MMO patent holders 



NCSoft is being sued by MMO developer Worids.com, 
which basically alleges that it invented the MMO model. 



&oa? fctog? 



#2 

abuse, why don't they sue the whole internets while 
they're at it. from the abstract, it seems that every site 
that lets you communicate with others violates the patent 
(I'm too lazy to go reading the whole patent draft for 
exactly what it's after) 



Visit m^e,yiaAtAit^ag5or Til make you squeal like a 
piggy, yell threats and throw a spatula at you. 
FEAR THE SPATULA! 

Quote: 



Originally Posted by crompers 
get her something that will benefit you, but looks 
really thoughtful - like crotchless knickers or a 
gimp mask and ball gag 
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#3 

Claims, screwed up the Lawsuit application and is basically 
patent trolling... blatantly the legal/patent system being 
further abused by money-hungry shareholders, 

Main patent applied for in 2000. NCsoft released Lineage 
in 1998 (in Korea, announced 1997). FAILS. 
Secondary patent Is 1995, before Lineage release or 
announcement, before any MMO really not just NCsoft 
produced HOWEVER - not exploited by company so claim 
will fail. Not mentioning there is prior art In countless 
MUDS. 



It*s badly times and a rubbish attempt - will fall and be 
forgotten in a couple of months. Even if the facts I've 
already stated are ignored by a dumb US Judge, all other 
MMO companies will run in and make sure this falls as 
they would be affected by the terrible incorrect precedent 
that it sets. 
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#4 



You can all stick your intellect patents up the rear. This is 
just getting too stupid. Ultima Online beta dates to 1995 
so the intellect was there already. 
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#5 



Worlds Chat was the very first three-dimensional avatar 
world to become widely available on the Internet It 
worked so well that it inspired a whole generation of 3 
dimensional worlds, starting in April 1995. 

1994 



Ron Britvich joined KAW. He worked on the AlphaWorld 
(renamed Active Worlds) project Inside KAW, along with 
the "official'* product Worlds Chat. KAW was renamed as 
Worlds Inc. Lynne Ann and Danny Vtescas joined Worlds 
Inc. as avatar and object makers, David Leahy was the 
Integrator and Producer for Worlds 1994 -1997. He 
developed Cyber Oz City (the first 3D commmercial 
space). David Tolley, the composer and sound effect 
maker (based in San Francisco, California) worked for 
Worlds .Inc from 1995 -1997. He was a staff composer for 
this multi-media firm, writing music for their 3D virtual 
reality programs "Worlds Chat," "AlphaWortd," and 
"Nishho-Toppan", He also composed for Starbright (the 
company's joint venture with Steven Spielberg), 
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NOVEMBER 1995 Patent No. 747420 filed 
US Patent 6219045 - Scalable virtual world chat client- 
server system 
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Hahahhahaha 

Oh god. Patent trolls. 

They make my day. 

That said, this seems tike it has some grounding, although 
it ts so abstract It hurts. 
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Are they starting with NCSoft and working their way up to 
Blizzard, or will the lawsuits only surface when they're 
running low on cash? 

Its patent trolling like this that slows our progression as a 
whole* 
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What a pile of toss. 

I hate this patent-trolling nonsense. 
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Don't get me wrong - DRM can suck my man 

bits. 
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Urgh 

Hey I just remembered, I patented the FPS 
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Quote: 



Originally Posted by Fod B 

spam gangsters might as well tap into ait those 

machines for their zombie networks. 
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#10 

I'm a little confused here, Wouldn't the patent mentioned 
in this article; 
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Posts: 19 



"system and method for enabling users to interact in a 
virtual space" 



cover things like the LAN mode in Doom? And that was 
1993. 
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Actually it will cover any game, unless there's more to the 
patent than that statement which I expect their is. 

It doesn't actually say who/what the users are interacting 
with, so it's basically people interacting with something in 
a virtual space, yep, they've patented the computer 
game. 



veles on: XboxJUv.e (MyjHaJo stats), Steam.„CQmmunity. 
Quote: 
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spam gangsters might as well tap into ail those 

machines for their zombie networks. 
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They've patented the whole concept of computers! Way to 
go! 
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Funny how they go for NCSoft but they haven't the balls 



NCSoft sued by MMO patent holders - bit-tech.net Forums, 



Page 5 of 7 



Supermodder 



to take on Acttvision Blizzard. 




Join Date: Mar 2007 
Location: Ireland 
Posts: 547 



Worfdis.com = Leeroy Jenkins 
MMOs » Drakes 

I predict a fan. 

Valediction 

C2D E6600 @ 3GHz (DO TDX) <-> 4GB OCZ DDR2 PC6400 <-> 
EVGA 680i SLI <-> BFG 8800GT5 512 ® 770/1890/1984 (Swfftech 
MCW60) <~> BIX II <-> Swtfteeh MCR120 <-> Lalng DDC 18W <-> 
LG M228WA 22" 



□ 6th Jan 2009, 16:06 

iPEarl 

I have a Mouse in my Purse! 




Join Date: Apr 2008 
Location: Houston TX 
Posts: 7 



#14 

Bunch of low life US numskuliz II! Thas equivalent to 
patenting how we interact any were in the world. 

All they do in the US is sue this sue that II! How about 
sueing me for breathing lit 

Then costs go up for everything 3D wise. , . Money hungry 
turds. They have no life l!l 

Time for some hate mail to 
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Screw this guys, I just patented music. I'm so suing 
Beethoven for 220 years back damages. 
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Quote: 



Originally Posted by Vefes 
Actually it will cover any game, unless there's 
more to the patent than that statement which 1 
expect their is. 

It doesn't actually say who/what the users are 
interacting with, so it $ s basically people 
interacting with something in a virtual space, 
yep, they've patented the computer game. 



I wouldn't say that Interact really implies things acting 
with eachother, so users "interacting" would be users 
doing stuff with other users. Point remains they hardly did 
that first. 



But as you say there is probably a great deal more to it as 
there usually is with legal documents. 
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The intent of the patent system has been corrupted. A 
system that was once meant to protect actual inventions 
and technology has now become a place where trolls can 
patent ideas with no concern for proving the idea or 
whether or not the idea has already been implemented by 
others. The system as it is damn near worthless. These 
lawsuits are ridiculous and make only the lawyers richer in 
the long run. At minimum an entity applying for a patent 
should have proof that they have implemented the 
technology and have intent to market with 3 years. If they 
do not market the technology with In 3 years, they should 
lose the patent This wouid slay many a troll. 
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lot I loved lineage 2.. I dunno how many people I pk'd and 
roid raged in those servers.. I doubt they have a patent 
on people losing 2 days of 'work* grinding online when my 
phantom ranger confused a boss onto thier character and 
they'd drop a piece of thier inventory and tons of xp {like 
this one guy remember dropped his 5 mill adena blue wolf 
helmet).. HI take that! 

not to mention having to hide in a obscure part of the 
server and grind while a whole alliance is out looking for 
you =s) ncsoft made the best mmo there imo.. it was 
hardcore- not like the pssy mmos alt the dingles play 
nowdays.. don't even get me started on runescape.. oh 
the humanity of making a warrior with full rune and 
dragon drop it all in the high woods -] real men's (or 
geeks) games 

world.com.. I'm sorry but I haven't heard of them- 1 
remember mmo's around 95 though like virtual worlds., 
they were'nt in quite what he had after that, maybe they 
have a claim 
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Quote: 



Originally Posted by Ulliput King 

I'm a little confused here. Wouldn't the patent 
mentioned in this arttcie: 



"system and method for enabling users to 
Interact in a virtual space" 



cover things like the LAN mode in Doom? And 
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Posts: 253 



that was 1993. 



MIDI Maze has Doom by six years. 



Armagetron is the bomb. 
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internet forums and chat rooms are "systems and 
methods for enabling users to interact in a virtual space" 
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Any person who "invents or discovers 
any new and useful process, machine, 
manufacture, or composition of matter, 
or any new and useful improvement 




thereof, may obtain a patent," subject to 
the conditions and requirements of the 
law. S o says th e US Patent and 



IradcmeitoJQffic^ (USPTO), citing the 
applicable statute. 



There's a lot of slicing, dicing and hair | "' 4s§» 

flitting over nearly every part of that 
sentence, and some extraordinary debates and numerous calls for reform of the patent system. Nevertheless, 
today we're looking at two patents that the owners appear to be keen to enforce. 

Between them, they appear to cover a few simple, and difficult-to-avoid systems that underpin pretty much every 
graphical virtual environment, and MMOG that you can think of, from World of Warcrgft, to Second life - and 
perhaps most of the online multiplayer games since the era of Doom. 

The two patents in question are and 7J8L690 . Respectively those are "Scalable virtual world client- 

server chat system" and "System and method for enabling users to interact in a virtual space". 

As software patents go, they're actually pretty straightforward Don't be fooled by the language, however, as 
patents only appear to be written in English. Sure, the words are English as are the sentence constructions, but 
each word and phrase possesses an accretive definition representing layers of judicial precedent. Many of the 
words, therefore, do not necessarily have the same meanings you would find in the dictionary. Not when it comes 
to arguing them in court. 

And an argument in court seems to be in the offing, 

M We are pleased to have the expertise and IP experience of General Patent and Lerner David to enforce Worlds' 
patent pcartfolio," state d Tho rn Kidr in, W orlds' C EO, [our emphasis] "As the number of virtual worlds and 
MMORG's continues to grow, Worlds has seen the space we pioneered in 1995 validated in techniques and 
methodologies we believe are defined in our patents," 

We re not sure that Worlds.com necessarily pioneered the space in 1995, but whether they did or not really isn't 
the issue here. Patent 6,219,045 was filed in 1996 and granted in 200L Patent 7,181,690 was filed in 2000 and 
granted in early 2007. 

Right now, barring some circumstance that might invalidate them (a lengthy and costly procedure), Worlds.com 
does in fact appear to hold the keys to the fundamentals of almost all virtual environment and MMOG 
architectures. 

The usual procedure at this point is to line up the lawyers and demand money. Lots of money. Submarine patent 
enforcement strategy usually goes one of two ways. Either you basically hit a lot of people at once, hoping that a 
whole bunch of them will settle before any of the cases actually get to court, or you target an organization that is 
weak or has little in the way of cash reserves. 

In the latter strategy, getting your weak target to roll over in court establishes a precedent that makes your patents 
much harder to overturn by anyone else in future. 

Obviously there's prior art involved, but a half-baked prior-art opposition can actually strengthen a patent's 
position, and potentially invalidate the prior art from being used in further challenges. 

Vigilantibus non dormientibus cequitas subvenit 
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"Equity aids the vigilant, not those who slumber on their rights" 

The doctrine of Laches ~ typified by the above quote - seems to be the most effective opposition in this case -- 
basically, that if WorldCom's patents are being infringed upon, that it has been happening openly for some years, 
and that they chose to do nothing during that period. 

You can also bet your bootstraps that these are not the only patents lurking in the wings that potentially threaten 
out favorite industry. We expect to see more of this sort of thing pop up over die next few years. 

In the meantime, we will be watching what World.com and its partners do with these patents with keen interest. 

Update: .N£iiofU^ and we've got additional commentary 

here . 
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12-12-2008 @ UlBAM 
Patchouli Wool i a hra said... 

This screams 'money grab', and is what I would describe also as a attempt to ransom an entire industry with the 
aid of an extremely big pair of clubs. 

Worlds.com needs to die in a fire. Even if they have more of a leg to stand on than the Santa Cruz Organization 
ever had with Linux, the implications of a Worlds.com success in court over this would be unthinkable. Isn't there 
meant to be legislation against racketeering in America? 



12-12-2008 @ 2^0 1PM 

SmslSbsss^s. said... 

It will be interesting to see what happens. Since SOP with software is the legal department files whatever pattents 
they can, I am sure SL, WOW, and so on could have some counter-suits if they wanted. 

Remember Mutually Assured Destruction? 



12-12-2008 Q&22EM. 
Tateru Nino said... 

Maybe so. Many other companies and engineers refuse to file them as a matter of principle - so many companies 
may not be armed with defensive patents. 



Reply 






12-12-2008 @ 12:56PM 
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Kazadun said.. 



This directly shows the integrity or lack there of from Worlds.com 

^ »*» *m and I would suggest that anyone else 



Especially in an economic climate such as this to see a greedy CEO taking this 
Reply 



stance is disheartening. 




12-12-2008 @ 4:08PM 
DOubledown TartditmcaM 



How are these patents legitimate. How can someone claim ownership of something they did 



not invent? 



space*. 



i- . . <u& u 9 ^i.7,vk? ana /,i5i,oyu. Respectively those are "^ralal 

chent-senrer chat system" and "System art method for enabling uS^SSS^vS 



All tf* is just a loophole and n»m Kidrin is dying to abuse worts and terms... but when 1 million soon, come 
to oattle EVERYONE, not fromjust one world, but from ALL worlds. 

The longer this foolishness goes on, the more Thorn Kidrin seals hit fate as 'the worst person in MMOG history* 
ouch, that's a pretty nasty title to havefor someone that owns a virtual world. ^ 



oos SHI 



16 

12-12-2008 @ 9.19PM 
TMsmJiUm said... 

The way things generally work is thai: it's the first one who gets to the patent office with the most correct 
paperwork, as it were. !; 

Having your application granted by the USPTO gives you provisional ownership. They're also the people who 
handle trademarks, and you've seen *some» of the silliness that can surround those. Patent law is even *more* 
exciting. 
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to 



12-12-2008 @ 9_:25pM 
lat£ru_Nio.i!> said.- 

For example, this application last year that patents online scavenger hunts... httri^/wwjy^ooglexp^ 




1 2-1 2-2008 @ 4:28PM 
De athMutant said... 

I suspect that Blizzard and other top MMOG publishers will join forces for the sole purpose of provin* these 
types of "claims" unwarranted. 6 



Perhaps Sci-Fi authors that describe "cyberspace'* like William Gibson (Neuromancer, 1984) will be allowed to 
comment. Patent claims do not usually require the actual construction of a device or process - just the idea -- and 
there are a hell of lot of ideas that have been published in science fiction long before someone tried to file a 
patent claim. 




12-12-2008 @ 5:3 9PM 
Arashikou said... 

Technically, you need the DESIGN of something to patent it, not just the idea for it. Ideas aren't patentable. But 
the standards for what coastitutes a patentable design (especially in software) have become so lax in the last few 
decades that the difference between "Oooh, wouldn't it be neat if..." (idea) and "Here's how we could make 
a..." (design) has practically become nil. 



Also, it's not just Blizzard we have to hope will step in. EA and Sony have much more of a history of getting into 
legal tussles and have a stake in this. Hell, stepping beyond the bounds of MMOs, MICROSOFT runs a few 

Services that it Seems tO me would infi-ino** r«i tVtf>co naronrc T HaiiKi th A ;r «l*w»U ~r 1^.. — i ~i . -~ i 



w - — ™» "^r-"^ *~~J ^uuw Ui i'HUW3, rr*A^JVVA3V*r 1 

services that it seems to me would Infringe on these patents. I doubt their flock of lawyers is floin 



iiiirftiiffiiiiiliiriiiffii 



2 t< 
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12-12.2008 @ 6:23PM. 

4rcajieEy.es said... 

holy shit, are these guyes for real? i 

thats not just shooting yourself in the foot, thats outright blowing your head off. 

^^\T & a P T A% D aVe m&i ^^they ^ere used in sci-f, novels, ie. someone had trader- 
before they did. i don't see how the patent got trough at all, concidering this. 

l^^JS^Z^ t0 ^ * m ^ ^ * e fi8ht y ° U ^ ha pretty 

cou h m i^nd^torif' 1 ' W Sh ° Uld be ^ for wastins ** Ume of «■"» 




12-12-2008 @ 6:48PM 
alphadog said- 
More proof that patents on software should be abolished, much like patents on business processes have falJen 
(a.k.a. the Bilski Decision) 

Patents were design to protect tangible inventions, not mathematical concepts. 

.Rspjy. 




12-12-2008 @ 6: 59PM 
alpliadog said... 



©DeathMutant: You don't just patent ideas. Furthermore, after the recent Bilski Decision, it seems that if you can 
do something "in your head", even ifslower than a computer, it is not patentable, even if "original". Software is 
math, it is the notation system for complex math. As such, it isn't patentable; that's why we have had decades of 
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issues related to software patents. 




12-12-2008 @ 10:13PM 
Kojesaid... 

Both patents ate directed to systems for limiting the number of avatars displayed client side at a time. 

Whether or not they are valid depends on what existed before 1996 and 2000 respectively. Its also unclear if 
anyone else ts actually is practicing the claimed invention. Their claims specify counting all the avatars on a 
system and comparing that number to a display limit Any game with instances probably doesn't use this system 
Also any game with draw distance limits probably doesn't use this system. So what does that leave? 

Its interesting that they say they pioneered the technology in 1995 but didn't patent it until 1996. They might have 
invalidated their own patents by releasing the system to the public before they filed - you can't claw back into a 
patent for something you already released to the public. 

I can't see them going against Blizzard with this, they have so much money, they could keep this in the courts 
until the people behind World.com are forced declare bankruptcy. 

Also the patents were only filed in the US. It can be practiced anywhere else with impunity. 



12-12-2008 @ 11:01PM 
TigroSpottvstripes Katsu said... 

I once read that this patent sneaking shit was what caused most joysticks nowadays to either be completly passive 
or just vibrate (haptic feedback) instead of having true force feedback (moving the stick against the hand and 



Reply 



■J J : 




all) :/ 



but hopefully you guys are right about the flaws that will make this attack fail :) 



SepJy 
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Anyone remember Habitat for the Commodore 64? Wasn't that in 1984 or something, definitely before these 
greedy farts "pioneered" virtual worlds 1 1 years later. And what about all the MUDs even before that? 




12-13-2008 @ 8:15PM 
Steve said*. 

Unlike patent trolls that are out there 
uses the techonology. To me it looks 
granted only recently. 




12-14-2008 @ 9:22PM 
Doubledown Tandino said— 
Does this help any? 
"Moove" - A German based virtual 

Bsgix 



KM IS 




12-14-2008 @ U:Qmi 



, jat least Worlds has been invovled in 3D worlds for a long time and actually 
like that Patent Office is a factor in the timing since ibe second patent was 



world created in 1994. Emphais on 3d Chat and dating. 
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Tateru Ninp saiiL 





■■19 

12-15-2008 @ 8:54PM 
Qsas^Mss^SB said.- 

Also, Moove's parent company is locked in Germany (although they have offices in the US too), and Europe 
doesn't acknowledge software patents, so very likely Moove is free to ignore any crazy software patent rights i 



12-16-2W8 @ JaUPM 

David Sauter said.;. : p 

t 

Prior Art for "System and method for enabling users to interact in a virtual 5 
DikuMud: 1990/1991 

Prior Art for "Scalable virtual world client-server chat system": 
IRC: 1988 

(httpi//wwwJrc,org/hi$tory 
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Any person who "invents or discovers 
any new and useful process, machine, 
manufacture, or composition of matter, 
or any new and useful improvement 
thereof, may obtain a patent," subject to 
the conditions and requirements of the 
law. §p say$ the US Patent and 
Tiadm^k^QfBce (USPTO), citing the 
applicable statute. 

There's a lot of slicing, dicing and hair 
splitting over nearly every part of that 
sentence, and some extraordinary debates and numerous calls for reform of the patent system. Nevertheless, 
today we're looking at two patents that the owners appear to be keen to enforce. 

Between them, they appear to cover a few simple, and difficult-to-avoid systems that underpin pretty much every 
graphical virtual environment, and MMOG that you can think of, from World of WarcrafL to Second Life ~ and 
perhaps most of the online multiplayer games since the era of Doom. 

The two patents in question are 6.219.045 and 7.18L690 . Respectively those are "Scalable virtual world client- 
server chat system" and "System and method for enabling users to interact in a virtual space". 

As software patents go, they're actually pretty straightforward- Don't be fooled by the language, however, as 
patents only appear to be written in English. Sure, the words are English as are the sentence coastructions, but 
each word and phrase possesses an accretive definition representing layers of judicial precedent. Many of the 
words, therefore, do not necessarily have the same meanings you would find in the dictionary. Not when it comes 
to arguing them in court. 

And an argument in court seems to be in the offing. 

"We are pleased to have the expertise and IP experience of General Patent and Lerner David to enforce Worlds 1 
patent portfolio," stated Thorn Kidrin. Worlds' CEO, [our emphasis] "As the number of virtual worlds and 
MMORG's continues to grow, Worlds has seen the space we pioneered in 1995 validated in techniques and 
methodologies we believe are defined in our patents." 

We're not sure that Wwlds.com necessarily pioneered the space in 1995, but whether they did or not really isn't 
the issue here. Patent 6,219,045 was filed in 1996 and granted in 2001, Patent 7,181,690 was filed in 2000 and 
granted in early 2007. 

Right now, barring some circumstance that might invalidate them (a lengthy and costly procedure), Worlds.com 
does in fact appear to hold the keys to the fundamentals of almost all virtual environment and MMOG 
architectures. 

The usual procedure at this point is to line up the lawyers and demand money. Lots of money. Submarine patent 
enforcement strategy usually goes one of two ways. Either you basically hit a lot of people at once, hoping that a 
whole bunch of them will settle before any of the cases actually get to court, or you target an organization that is 
weak or has little in the way of cash reserves. 

In the latter strategy, getting your weak target to roll over in court establishes a precedent that makes your patents 
much harder to overturn by anyone else in future. 

Obviously there's prior art involved, but a half-baked prior-art opposition can actually strengthen a patent's 
position, and potentially invalidate the prior art from being used in further challenges. 

Vigilantibus non dormientibus cequitas subvenit 
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"Equity aids the vigilant, not those who slumber on their rights" 

Hie doctrine of Laches ~ typified by the above quote - seems to be the most effective opposition in this case - 
basically, that if Worl&com's patents are being infringed upon, that it has been happening openly for some years, 
and that they chase to do nothing during that period. 

You can also bet your bootstraps that these are not the only patents lurking in the wings that potentially threaten 
our favorite industry. We expect to see more of this sort of thing pop up over the next few years. 

In the meantime, we will be watching what World.com and its partners do with these patents with keen interest 

Update: M&QfU^ and we've got addil^^ 

here. 
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72-29-2008 @ 4:03PM. 
matt da ly said— 

meridian 59 was launched in late 1 995, no? 
Reply 



12-30-2008 ® 9^52ML 
Bo saitL.. 

These patent should be invalidated at this point. 

Its a totally unfair patent that has no merit, even to consider someone actually granted this patent in 2007 where 
MMO is at its highpoint, that guy/firm should be sued for granting that patent in the first place. 

Well anyways, im a game maker from the EU so it doesnt really concern me, but something like that annoys me 
to hell.. 

Boykot worlds.com for being dumb, thats what ill do :) 



Updated the post (check the end of it) for some additional material. 
Reply 

Add your comments 
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Tateru Nino said*.. 
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